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E ditor ’ s E difice
The Journal of Virtual Studies publishes a special
edition once a year for the Virtual Worlds Best
Practices in Education conference proceedings.
All papers were peer reviewed with the same level
of care as journal papers typically are, convening
an additional special editorial staff to assist in the
process.
This edition has a running re:Vision theme. The
epitome of re:Vision is to bring forward the reflections
of the learned past, to conceptualize a better future,
and to move forward with change that is both
promising and constructive. It is a precept in an age
when technology connects everyone through both
facts and opinions. Mostly, it is about how we utilize
technology to renew the promises of connectivity in
more insightful ways, so that a new vision of a digital
world extends the ideas of collaboration for the
purpose of innovation.
In this special issue, we have collected papers and
abstracts from the conference, which represent
the vision of JoVS, which intersects work in virtual
spaces with education. They explore the possible
and the theoretical and present ideas that engage
and immerse.
In research, we can explore a paper on gamification
that examines virtual identity to leverage learning in
virtual worlds through social collaboration. Another
paper employs an exploratory action research
model to refine an art-based program in a virtual
environment that involves K-12 students.
In praxis, the connection between storytelling
and librarianship provide a view into a special
project hosted in virtual environments, which both
entertains and educates. Another paper examines
interpersonal education in virtual worlds, connecting
flexible learning frameworks with the virtual.
One concpetual work uses a research methodology
of reflection in perspective to explore culture and
education for peace utilizing a virtual environment.
Regardless of whether you choose to read all the
papers or to take a brief view at the abstracts, the
richness of research, praxis, and conceptual ideas
is evident in the varied and critical lenses that each
of the authors and presenters utilized. Whether
you are a researcher or a practicioner, reviewing
the proceedings of this virtual conference is a way
to expand your own ideas, to provide you with
opportunities to extend your practice in ways you
may not have previously imagined.
Virtual worlds are not just gaming environments.

If you know where to look, you will also find that
they are hotbeds of scholarly work and boundarybreaking praxis.
This yearly conference is one of the largest events
for showcasing the work of individuals who lead the
charge to re-imagine education. The proceedings
found within these pages represent how virtual
world educators and researchers continue to break
the rules of what a virtual space is, and how it can be
leveraged in education.
Dr. Leticia De Leon
Managing Editor
Journal of Virtual Studies
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Re-visioning Interprofessional Education in Virtual Worlds
Susan Toth-Cohen
Thomas Jefferson University
Anne C. Smith
Five Sparrows Counseling and Holistic Services
Abstract
From their inception, virtual worlds have attracted educators from many disciplines, and benefits for both
students and educators for networking and immersive experience have been well documented. But, while
virtual world education has engaged multiple disciplines to learn with, from, and about each other, the
potential for innovation in interprofessional education (IPE) has not been fully realized. This paper outlines
ways to re-vision IPE using a flexible learning framework to develop, implement, and enhance virtual world
training programs.
Key Words: virtual worlds, interprofessional education, flexible learning

Introduction
(Edwards, 2012).
Internet based virtual worlds have undergone rapid Background
development since 2003 (Shen & Eder, 2009). The
most developed and popular virtual world, Second Interprofessional education (IPE) has been defined
Life, has been used for health-oriented simulation as “Occasions when two or more professions
since 2007 (Rosen, 2008) and also has been widely learn from and about each other to improve
used to create rich learning experiences in higher collaboration and the quality of care (CAIPE, 2019).”
education (Warbuton, 2009). Since these early Within interprofessional education (IPE), previous
accounts, published studies have reported positive studies of conventional (onsite) simulations have
results from a variety of simulation experiences in examined positive effects such as improved selfhealth care education including medicine, nursing, efficacy and better attitudes towards other health
and pharmacy (Caylor, Aebersold, Lapham, & Carlson, professions (Norgaard, et. al., 2013). However,
2015); occupational therapy, physician assistant studies of conventional simulations also identify
programs, and physical therapy (Shoemaker, Platko, major barriers such as difficulty incorporating IPE
Cleghorn, & Booth, 2014); and social service disciplines into packed curricula (Ivey, Bowman, & Lockeman,
such as counseling education (Wong, Leslie, Soon, & 2018) and the logistics involved in scheduling large
Norman, 2016) and social work (Anstadt, Burnette, groups of learners (Liaw, et. al., 2014; Teodorczuk,
& Bradley, 2011; Reinsmith-Jones, Kibbe, Crayton, & Khoo, Morrissey, & Rogers., 2016). The rise of virtual
Campbell 2015). Major advantages of virtual world worlds in IPE has addressed this concern of student
simulation include the ability to participate while in scheduling through flexible learning (Shoemaker,
geographically dispersed areas (Warbuton, 2009), Platko, Cleghorn, & Booth, 2014).
to practice skills in a safe environment without fear The most commonly reported goal for IPE is to
of making mistakes (Hansen, 2008), the capacity to promote teamwork skills, which makes interactive
enact simulations that would otherwise be physically learning imperative for success (Thistlethwaite &
or ethically impossible to simulate in real life (Walker Moran, 2010). To further enhance collaboration,
& Rockinson-Szapkiw, 2009) or too costly to create interactions must add unique merit that cannot
(Ghanbarzadeh, 2014), and the ability to create be learned in the respective programs alone
transformative experiences by enacting simulations (Thistlethwaite, 2012). However, major challenges
through an avatar within a social environment
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of IPE result from practical difficulties, as well as a dimensions: Time, content, entry requirements,
lack of alignment between IPE curricula and clinical instructional approaches and resources, and delivery
experiences (Thistlethwaite, 2012). These challenges and logistics (Casey & Wilson, 2005, pp. 5-6). Figure
occur due to the gap between idealized knowledge 1, Dimensions of Flexibility shows the five dimensions
in academic settings to the practical obstacles in with sub-areas further described.
clinical practice, such as productivity demands
and lack of openness to other disciplines.
Virtual world simulations can provide authentic
experiences that are perceived as real and
useful by participants (Conradi, et. al., 2009).
Thus, it is not surprising that opportunities
for student teams to practice with virtual
patients have resulted in improved selfefficacy to work in clinical settings (Valladares,
Aebersold, Tschannen, & Villarruel, 2014),
while also addressing the common concern
of misalignment between IPE curricula and
applied experience in student practicums.
In cases where students are geographically
dispersed, such as in virtual environments,
methods of flexible learning have shown to
be highly effective in facilitating collaborative
learning (Bostock, 2018) and also can help diminish Figure 1: Dimension of Flexibility
the logistical challenges of IPE (Wood, Eccott, & It is within the framework of flexible learning
Bainbridge, 2013). Further, flexible learning enables described above that we present our discussion of
students to personalize their own learning and three virtual training projects.
choose when and how to learn (Wanner & Palmer,
2005). Due to the absence of a physical instructor, Description of Project
achieving heightened levels of student autonomy In 2016, our university’s program for interprofessional
requires sophistication of resources and increased education, the Jefferson Center for Interprofessional
dialogue among facilitators and fellow students Practice and Education (JCIPE) planned the
(Bostock, 2018). Thus, students must be prepared first of its virtual world training programs as an
to accept this level of responsibility for their own interprofessional simulation within the virtual
learning, while faculty must set up the learning world of Second Life®. One of our community
environment to enable success.
partners, Pathways to Housing PA (a Housing First
organization, Padgett, Henwood, & Tsemberis, 2016)
Theoretical Framework
provided a major impetus for creating the program
The flexible learning model as described by Casey and by identifying the lack of training opportunities for
Wilson (2005) stems from a movement in education qualified staff to learn effective strategies for working
toward greater learner centeredness, control, and with homeless populations. Our university also had
independence (Wanner & Palmer, 2015). Flexible established an interprofessional service learning
learning is a multi-dimensional construct that project that incorporated student engagement that
encompasses teaching and learning at a distance and could potentially benefit from a specific student
uses technology to enable new ways that learning training program in which students could learn how
can take place (Gordon, 2014). A central tenet of to use specific strategies for working with homeless
flexible learning is learner control, by providing persons, such as establishing rapport and trust and
options for learners to best customize learning providing resources.
experiences to meet their needs. Flexible learning
encompasses four overall components consisting In order to address this need, we developed a pilot
of technology, pedagogy, implementation, and virtual training program through JCIPE that focused
institution (Collis & Moonen, 2012). Flexible learning on homelessness, Enhancing Services to Homeless
is further delineated as a continuum with five Populations (ESHP). The ESHP was designed to help
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students 1) gain an in-depth understanding of the
causes and consequences of homelessness and 2)
to learn effective strategies to address the physical,
social, and behavioral health needs of homeless/
previously homeless individuals. The ESHP addressed
gaps in student training with homeless populations
and used the virtual platform of Second Life™ as the
venue for role-play simulation. The pilot training was
offered to students from all disciplines at the first
author’s university. Recruitment took place via a
listserv for all university students.
The ESHP program consisted of three cases: “Jeff,”
a 19 year-old Caucasian man with schizophrenia and
substance use issues; “Leon,” a 59 year-old African
American man with alcoholism and post-traumatic
stress disorder following military service; and
“Cristina,” a 35 year-old Latina woman with three
young children including a newborn who became
homeless after fleeing from domestic violence.
The ESHP program used several major affordances
of Second Life®:
1. an environment that provided the locale for
all three cases, enabling a convenient way for
students to immerse themselves in a setting
similar to a real-life city environment without
needing to travel to the same geographic location;
2. the opportunity to interface with a person
enacting the role of a homeless individual and
experience discomfort in crucial areas similar
to real life experiences that would be ethically
difficult to reproduce (such as establishing
rapport and providing a non-judgmental, helpful
presence as a novice student);
3. a low-cost simulation created by the first author
using free or nearly free content of reasonably
realistic quality (total cost=less than 100 USD);
and
4. the opportunity to experience transformative
learning through insights gained through the
simulations, especially by enacting the client role
and feeling vulnerable yet reassured and hopeful
(depending on the “provider’s” communication
skill).
After implementing the ESHP, we developed a
virtual training program based on the same format
that focused on care of persons with dementia
and their caregivers, named Alzheimer’s Virtual
Interprofessional Training (AVIT). This program
consisted of 2 cases focused on “Mrs. Jenkins,”
a 77 year-old African American woman, first seen

when she began showing signs of dementia/early
stage Alzheimer’s disease, and then 3 years later
while in the middle stage of Alzheimer’s disease.
This program was provided in two rotations with
different students—the first was a pilot program
with the early stage case; the second was a revised
program that combined the early stage case with the
new middle stage case. Each of these sessions was
provided to selected groups of students with whom
members of the AVIT steering committee worked.
These cases also utilized the same affordances of
Second Life™ as the ESHP as noted above.
Shortly after completing the first and second
rotations of both the ESHP and AVIT programs,
we developed a third virtual training program for
Master’s of Public Health students based on the
ESHP, named the ESHP-MPH. Presently in process,
we plan to recruit additional disciplines that includes
former participants of students from ESHP and AVIT
to join in a discussion following ESHP-MPH students’
completion of the program.
The ESHP, AVIT, and ESHP-MPH virtual programs are
discussed below in relation to the model of flexible
learning (Casey & Wilson, 2005; Collis & Moonen,
2004, 2012; Wanner & Palmer, 2015). Each program
varies according to key dimensions of the model.
The original program, the ESHP, is the most flexible,
enabling students to choose their own options for
time, content, and delivery and logistics. The ESHP
program allows students, within the parameters of
core content, to bring additional content into the
simulation through their team’s joint preferences
and decision-making. Entry requirements of the
ESHP—which is open to all disciplines—are also
the most flexible. The AVIT and ESHP-MPH virtual
programs are more restrictive in time, delivery, and
logistics, but similar in the ability for their teams to
vary the content.
Overall, ways that the ESHP, AVIT, and ESHP-MPH
programs differed were in the level of control
by students in relation to the timeframe of the
simulations and the entry requirements. The ESHP
program was conducted over 2-4 months, with
students determining specific dates for each case
simulation and the overall duration of the learning
experiences. The AVIT program was conducted at a
pre-set time with a 2-week duration. Programs also
differed in the entry requirements, with the ESHP
program being open to all students; the AVIT open
to a select group of students chosen by the steering
committee for the overall project; and the ESHP-

Journal of Virtual Studies • Vol. 10, No. 1 • ISSN 2155-0107

41

MPH program being the most restrictive, open to
one group of students in one program. The main
way in which all 3 programs were the same was in
relation to the instructional approach and resources,
which will be discussed under Format of Training.
A visual map of the flexibility continua for each of the
three programs, ESHP, AVIT, and ESHP-MPH is shown
in Figure 2, Application of Dimensions of Flexibility to
the ESHP, AVIT, and ESHP-MPH Programs.

Figure 2: Application of Dimensions of Flexibility

Format of Training
Conceptualized under the flexible learning model,
additional pedagogical approaches formed the
foundation for the three virtual training programs
(instructional approach and resources). These were
case-based learning (Choi & Lee, 2009) and use of a
triad mode (Okun & Kantrowitz, 2014; Smith, 1997,
2011). As such, learners are placed into the simulation
in teams of 3 (ESHP, MPH), and 4 students (PWDC),
to work through the case simulations enacting the
roles of patient/consumer, provider, and observer
(ESHP and MPH program) and patient/client,
provider, observer, and caregiver (PWDC program).
Students in all programs rotate through each role of
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the case so that at the end of the simulation, each
student experienced every role. This was intended to
facilitate an understanding of multiple perspectives
through enactment in the different roles.
Students in the ESHP and AVIT virtual simulation
completed pre-tests of knowledge, attitudes
and confidence/self-efficacy. After completing
the pretests, they were given access to a suite of
learning materials used in conjunction with the
virtual training. The specific materials
varied with the two topic areas: 1)
homelessness, for which content focused
on causes, consequences, and strategies
for working with homeless persons;
and 2) persons with dementia and their
caregivers, with an emphasis on the
progression of Alzheimer’s disease and
the key role of the caregiver and the
impact of the physical environment on
functioning of the care receiver.
Students in the ESHP-MPH virtual training
programs did not complete any pre- or
post-tests. However, prior to engagement
in the ESHP-MPH virtual training, they
did complete a reflection paper in
which they discussed their views about
homelessness and the ways in which they
thought the profession of public health
could contribute to addressing the needs
of homeless populations.
Implementation
The
ESHP
pilot
program
was
implemented with 18 students from the
fields of pharmacy, medicine, nursing,
occupational therapy, physical therapy,
and public health. Students completed a pre- and
post-test on attitudes toward homelessness,
knowledge of homelessness, and self-confidence/
self-efficacy. Results of this 2016-2017 program
demonstrated
significant
improvements
in
knowledge of homelessness and gains in self-efficacy
in working with homeless persons. Gains in selfefficacy were especially striking, with significance at
p≤.001.
A separate survey in which students provided
feedback about the learning format, including
experience in the virtual world, was provided
following completion of the program. This survey
revealed key areas for improvement of the virtual
training program, including a more streamlined
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interface for the learning management system
(Blackboard Learn, BBL). These changes included
reducing clutter and creating a simpler organizational
structure. Based on student feedback, we also
implemented changes to the virtual environment
designed to enhance navigation, comfortability, and
realism of the simulation site. An additional change
to the virtual environment was to place additional
resources within the virtual
world (e.g., an easily accessible
listing of programs and services
for homelessness) in addition
to resources already provided
in the learning management
system.
After implementing changes to
the learning interface and the
virtual environment, we ran
the ESHP program with a new
group of 15 students in 20172018. We used the same pre- and
post-test and added pre- and
post-program semi-structured
interviews
that
consisted
of
open-ended
questions
about the students’ level of
confidence and self-efficacy working with homeless
persons and working with an interprofessional team.
Quantitative results from the pre- and post-tests of
the 2017-2018 program were similar to the pilot, with
gains in self-efficacy showing as the most prominent
finding. Qualitative content analysis of the pre- and
post-program interviews is ongoing. Findings from
2016-2017 and 2017-2018 are shown in Table 1, SelfEfficacy Findings of the ESHP: First Two Years.

Table 1: Self-Efficacy Findings of the ESHP, First Two Years

The AVIT program was piloted with two cases:
“Bernice Jenkins,” at two different stages of
Alzheimer’s disease: Early stage, when seen in
her primary care provider’s office for a medication

check, and three years later in the middle stage of
Alzheimer’s disease in her home following a fall and
resulting hospitalization. Students from medicine,
pharmacy, occupational therapy, and physical
therapy participated. Results also demonstrated
higher levels of confidence and self-efficacy after
completing the program (see Figure 3, AVIT PostProgram Self-Efficacy Findings).

Figure 3: AVIT Post-Program Self-Efficacy Findings

The format for the ESHP, AVIT, and ESHP-MPH virtual
training programs (instructional approach and
resources) was similar in that each included a brief
biography that formed the foundation for enacting
the patient/client roles within the cases, and peer
reviewed journal articles primarily used to inform
the provider role. Learning materials for both the
ESHP and AVIT programs included publicly available
videos demonstrating the personal experiences of
persons in similar situations
to those in the three cases.
Following each simulation
for all three virtual training
programs, debriefings were
conducted to help students
reflect upon and process
their experiences. The focus
of the debriefings was on
enactment of each role in the simulation and the
individual takeaways from each student. A final
debriefing was conducted after all simulations were
completed. In the ESHP program, students who
participated in the virtual simulation were provided
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with options for onsite learning at a community
partner organization. A similar onsite learning
component is being consider for the third case in
the AVIT. The ESHP-MPH already had onsite learning
options in place as part of its curriculum.
Further Development of the Virtual Training
Programs
To further strengthen the rigor of all its programs, in
2018, JCIPE established guidelines for development
and measurement of outcomes from all IPE. In this
initiative, under the guidance of an evaluator, all
program leads for the IPE programs developed
a Logic Model and an evaluation plan for each
program. The Logic Model helped guide both the
development and evaluation of the simulation
programs. The evaluation plan identified measures
and outcomes according to Kirkpatrick’s model
for Training Evaluation (Kirkpatrick, 1996). These
strategies, together with regular meetings to discuss
program updates with the overall group of program
leads, provided a venue for brainstorming new ideas
and developing strategies to overcome obstacles.

learning. Creating resources and implementing a
framework that can be flexibly used with different
populations and content areas is very useful for
IPE, because it enables development to meet the
training needs of a wide variety of health and human
service professions. Similarly, flexibility in entrance
requirements is useful for IPE, because it enables
participation over a wide range of disciplines and
programs.
Flexibility in content was an area in which we
identified variability between different teams.
Content differed in that each student in the
simulation brought a different perspective and way
of enacting the role assigned. The patient/client role
can be difficult for some students to enact, especially
if they have not previously encountered persons
with a particular diagnosis or situation. Another
aspect that was challenging for some students was
that the simulation was not scripted and they had
only the basic bio and resource materials as the
basis for creating the character. This can be difficult
for students who prefer more structured situations.
However, the majority expressed how real-life
encounters also are difficult to predict or control.
Delivery and logistics also presented challenges,
especially in use of the Second Life® program.
Several students did not have a computer that met
the hardware requirements and needed to borrow a
laptop to participate. Another problem was the voice
feature in Second Life®. About 1/4 of the students
were not able to use the built-in voice feature. Over
time, we moved from spending considerable time
trying to problem-solve voice issues to immediately
switching to use of web conferencing audio (Zoom)
along with Second Life®. This worked very reliably
and also enabled us to record debriefing sessions
with reasonable quality.

Lessons Learned
The dimensions of flexible learning—time, content,
entrance requirements, instructional approach and
resources, and delivery and logistics—in addition
to comprising key components of this approach—
can also be used to reflect on how things worked
and what was learned. In our experience, flexibility
in relation to time was one of the primary lessons
learned from development of the three projects.
We were able to provide the same type of training
using different time frames: ESHP and ESHP-MPH
programs took place over a 2-4 month period, while
the AVIT was conducted over a two week time frame.
This flexibility in format is important for IPE given
the variability in program length and curriculum Conclusion
format and requirements for different disciplines.
This has opened our perspectives to consider ways Applying the flexible learning model to IPE can
assist in development, implementation, and
to develop additional areas of IPE.
enhancement of virtual world training programs.
Another key area of learning centered on the The model provides useful ways to re-vision IPE by
instructional approach and resources. We discovered stimulating ideas for applying the basic dimensions
that the case-based learning format in conjunction of flexibility: Time, content, entrance requirements,
with the triad model provided a robust framework instructional approach and resources, and delivery
for training students to work with very different and logistics. Further, analysis of these dimensions
populations: Those who are homeless and persons in interprofessional virtual training programs can
with dementia and their caregivers. The types of identify challenges and opportunities to enhance
instructional resources provided were the same: existing programs or create new programs. In the
the case bio, videos, and peer-reviewed articles present project, analysis reveals new insights for
all were cited by students as contributing to their
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developing additional training across populations
and across disciplines. All in all, we believe this will
provide more opportunities for students in health
and human service professions to learn with, from,
and about each other.
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To understand this function between technology we find that tools form the basis of applying the
and education, and how these can be carried principles of connectivism; where a particular
out mechanically, Necuzzi (2013) describes the pattern of learning relationships, and the creation of
development of cognitive skills based on the use new connections, patterns, and skills to maneuver
of technology. He mentions that technologies are around existing networks is defined. One of the
becoming ubiquitous, linking to each other and in technologies that could cover these aspects would
a network. In this way, ICTs create an intelligence be the use of VW.
that is extensible both technologically and socially The starting point of this connectivity is the individual,
speaking — resulting in an expansion of human but personal knowledge is part of a greater network
memory and physical capacities. These technologies that nourishes organizations and institutions. In
are challenging temporal and spatial limits. If the turn, this knowledge feeds back into the network
accumulation of information found in the network and continues to provide learning to individuals.
is sought through didactic activities that generate VW networks facilitate the interconnection of
cognitive skills, thanks to the complexities and knowledge. This cycle of knowledge development
operations developed in the network, students allows apprentices to be aware of their area through
would be motivated to go beyond the mere the connections they have created within the VW.
accumulation of information.
We can identify through the 3D-IDE, especially the
It is true that technology has merged with society, and immersion connected to a network of users as is
society defines the parameters in which technology possible in the VW. One can build the collective
moves. Given this fact, there is a likelihood that we are culture of these networks through the connection
also changing the human brain. In this regard, Bartra and construction of planned educational activities
(2014) supports the exobrain hypothesis, which the promote the development of a culture for peace.
states that the exobrain is a cultural prosthesis, and The stable context provided by the virtuality of VW
declares that the exobrain is the aesthetic prosthesis transcends what is possible with other forms of ICT.
that emerges from society and interacts with the
brain of the individual. This cultural prosthesis is Individual
personified by language, symbols, myths and in
The volatile society in which we find ourselves is
general the knowledge of cultural transmission.
being transformed by technology. As a result it
Without these elements, the biological brain and
is important to understand the context in which
consciousness can hardly develop. In this case, the
the individual is immersed in the digital. We must
community (the cultural exo brain) interacts with
recognize that the human brain is changing, due to
the individual. If there is the considerable influence
the effects of exposure to digital netwoks for long
of technology in teaching-learning processes, the
periods, developing a kind of cerebral plasticity.
brain will take something ordinary and process it
Small and Vorgan (2009) mention that due to the
technologically. With this reasoning we are observing
plasticity of the young brain, permanent change may
a society that technologically immersed at the level
be effected in response to the stimuli that comes
of the brain. tAssuming that certain regions of the
from the digital environment.
human brain genetically acquire a neurophysiological
dependence on the symbolic system of substitution, Pensky (2013) talks about the generational digital
this system is transmitted by cultural and social divide between digital natives and digital immigrants.
mechanisms, observing that knowledge could be We can think about how digital immigrants utilize
transmitted naturally through the dissemination of the new technologies to help them be more efficient
communication through the technological medium. at work, in life, and in taking the pulse of the current
culture. Has there been an evolutional change in the
The concept of a connection between society and
brain of digital natives, evident in the ease with which
the brain could lead to new investigative theories
they navigate these new technologies? Yet, are
of learning in a digital environment. Goicivic (2014)
these skills able to improve human contact in digital
proposes that tools increase our ability to interact
environments? The human capacity for dexterity
with others and more effectively complete tasks.
may well be the key to collaborative creation in the
Tools are extensions of humanity, improving
VW.
our ability to externalize our thinking in order to
share with others. With what has been mentioned 3D environments can develop practices that optimize
concerning the complexity of the society in networks the learning curve of the user. As mentioned by
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Martínez López (2014), the design of learning within an VW (Klein Leichman 2016). In this, Games
activities in VW has a significant potential to build for peace (gamesforpeace.org)became a movement
learning. The learning can be carried out properly as to close the gaps between young people in conflict
in a class or through a programmed scenario, as in a zones through a shared experience of playing
role play. The advantage of the VW is supported by favorite video games. , The first town of virtual peace
the greater variety of options to communicate and of the world was created in the Minecraft VW. This
interact with the teacher and classmates, using any project has been so successful not only in Israel but
combination of voice, text and multimedia elements. has been carried to different parts of the world such
When the VW experience is built and designed by as the European Union.
the same users, then communication and collective Another project in which the VW education for
interaction are at the center of the social experience peace was used was done by researchers from Duke
of the VW, as mentioned by Peachey et al., (2010). University, who partnered with virtualheroes.com,
Therefore, the VWs present an ideal platform for to create a VW in which students practiced skills in
the participation of students in the constructivist diplomacy and crisis response. Students worked in
educational practice.
teams to decide how they would distribute aid funds
Some believe learning is a directly observable change and deal with unexpected crises, often generated
in behavior. From a social constructivism framework on the fly by their instructors who monitored the
for education in VWs, Bronack et al (2006) explain virtual environment as the game developed. This VW
that learning is revealed in the intellectual capacity, reuses the technology used in virtual environments
cognitive strategies, motor skills, and dispositions such as “World of Warcraft” to help train the next
which the individual develops during work with generation of international negotiators (Bonnett,
purpose within a community.
2008).
For this, students are trained as members of a Research by Teigland (2010) considered the benefits
community of practice, where their development is that VWs provide to charitable organizations, from
at the confluence of effort and significant returns as a case study related to the exercise of training for
individuals become central participants within their peace. With the idea of VW penetration, such as
community. These fundamental principles of social Second Life, it was identified that individuals who
constructivism are tightly bound to the following share the same social interests, throughout the
assumptions: learning is participatory; knowledge is world can now join to participate in peace activities,
social; learning develops through predictable stages regardless of geographic, cultural or organizational
through shared activity; a useful knowledge base limits.
emerges through meaningful activities with others;
and students develop the provisions relating to the Final thoughts
communities in which they practice.
The interest of these reflections lies in capturing the
didactic strategies that can arise in any educational
The use of VW for the construction of culture and
practice with 3D-IDE, especially VWs for educational
peace in school contexts.
purposes. The important thing is to understand the
Reflection on the potential of VWs for the culture contexts from which it comes and how the human
and education of peace detected aspects of being is so that in this way the same human being
virtuality that have the potential to change the can find the path of his culture of peace. In this
lived experience of the participant. This must be reflection, it is thought that the VW fits perfectly
taken into consideration. The process of both in this vast digital context on the part of this
technological and social collaborative construction citizenship and its digital culture. It was observed in
in VWs contributes to this sensation the lived the VW, that students overcome the mere sharing
experience. The next section will show examples of hypertext information (traditional ICT) to really
activities that demonstrate the use of VWs for the live the experience of educational activities that
construction of the culture and education of peace. encourage the construction of a culture for peace.
The use of the VW from a play perspective to close This was mediated by the synthesis of i visual,
the gaps between young people in conflict zones, auditory, gestural, tactile and corporal interactions
through a shared experience of playing popular video between the virtual and the individual that performs
games that require communication and collaboration the immersion, experiencing the representation of
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the concepts of culture and education for peace.
Further work in this area is necessary to determine
the validity of the assumption that immersive
experiences enhance one’s understanding of the
concepts of culture and peace over more traditional
educational practices.
The practice in relation to the use of digital
technology through the VW to teach the culture
of educating for peace is not merely technological
and isolated. Reflection can claim the teacher as
a transforming subject of their own pedagogical
practice in what it means to teach (live) the culture
of peace. This lead us to raise the need to build a
pedagogy in perspective based on the dialogue
about the transdisciplinary knowledge that has
been created, taking as a reference the participation
of teacher and his or her daily practice.
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Quadrivium Networking Topic
Professional Learning Communities: What Are They And Why Are
They Important?
Ghaelen D’Lareh/Dauna Kiser
Amvans.Lapis/Marie Vans

1. Introduction of Quadrivium topic
3. The importance of PLCs as participatory.
This paper is a summary of the Quadrivium discussion 4. The effects of the standardization of PLCs (if any).
“Professional Learning Communities:
Main Topics Expanded
What Are They and Why Are They Important?”
for the Virtual Worlds Best Practices in Education The first topic addressed the question of whether
Conference of 2019. This discussion centered on PLCs need to be regular, of a specific duration, or for
the definition and meaning of Professional Learning a specific purpose. The regular, established meeting
Communities (PLCs), both physical and virtual, in for the purpose of advancing the ideas, needs, and
views of a body of members was acknowledged as a
relation to education and other professions.
traditional PLC for training, certification and possibly
The overarching consensus was that there are a wide for political purposes. At the same time, temporary
variety of types of PLCs. Traditionally, they are seen PLCs were accepted as legitimate. Specific examples
as tied to professional development in a specific were conferences that included discussions and
area of any profession. They were largely defined workshops as well as presentations – whether regular
as groups in which members share, learn, teach, or occasional. There is like mindedness, shared
and support each other. The group, or association, common educational goals, experience, an interest
may also provide training and certification in the in virtual worlds, and often a fun atmosphere. There
field. In this Quadrivium, we focused mainly on was agreement also that conferences as temporary
the wider definition of PLC in education while also PLCs are a nice way to relationship build beyond our
acknowledged overlapping professions such as physical reach. Members can participate from across
tech support, publishing, administration, and other the world and learn skills and techniques from each
fields. Members in these groups share information, other. Conferences are also regular PLCs, in that
improve skills discuss, organize, engage in decision- they are far less frequent than monthly meetings,
making, and teach each other how to do all of these yet members have expectations regarding what
activities in a virtual world setting.
they will do, learn, and discuss.
2. Overview of the Main Topics
Examples given were VWBPE and OSCC conferences,
The audience responded to a few specific questions Burning Man, tours across virtual worlds, and
and statements, including the main questions of the the VWBPE Quadrivia themselves. While annual
discussion: Are your PLCs physical or virtual? How is or occasional, these were still considered PLCs.
this connected to professional development? Also The second topic highlighted the similarities
posed to the group were questions about similarities and differences between physical and virtual
and differences between types of PLCs and what the environments. Networking in virtual worlds often
most important elements of PLCs should be. A few leads to multiple ongoing conversations, something
examples advanced our discussion and provided a most are unable to do during a physical community
meeting.
Across countries and institutions,
learning experience in itself.
professions and fields, members can have a variety
The discussion revolved around four main topics:
of experiences different from any in the physical
world. There’s access to people members might
1. The quality of temporary PCLs
never meet physically. They can get to know each
2. Differences and similarities between physical and other without ever having met in person. Many
virtual PLCs.
audience members felt that in spite of the fact that
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avatars allow anonymity they can still meet and work
together successfully.
An example of behind-the-scenes conversations that
can happen at physical conferences or meetings uses
the Q&A feature of Google slides. Digital technology
helped increase the points of view and private
conversations as well. Several expressed a need
to improve the technology that bridges traditional
physical meetings and virtual world settings so
participants in both can communicate seamlessly.
The third topic touched on participation in PLCs as
important, even in digital or virtual environments.
A video recording of talks is informative; streaming
live from a talk brings the viewer closer in time,
but attending ‘in person’ in a virtual world was
considered to be the most interactive. Attendees
felt more ‘present’ even if they were physically
separated across the globe. They retained more
of the experience and also felt more a part of the
activities. Discussions were engaging in a similar
way to physical conversations, or, for some, even
more engaging as they were represented by a
comfortable avatar or appearance. They didn’t
have to worry about their appearance or physical
challenges. On this point, of course, there were also
issues other attendees had to overcome in order to
attend or even be in the virtual world. Some were
physical, some were technological, some were due
to firewalls or the disallowance of a particular virtual
world in a school or organization.
In the fourth topic, audience members were
asked about the effects of standardization on
PLCs and about their uses in helping students
learn. Effects of standardization include picking
up best practices and using what works within
structures that standards required. There may
be more organic meetings in virtual worlds than
in established physical organizations, although
there is an awareness that many people have older
computers, and so new technologies or tools need
to be backward compatible to retain participation.
While creativity was more free-roaming in virtual or
digital environments, the importance of established
practices meant the best combination was a balance
of new ideas and execution of existing ones. The
comfort level of members also determined the
benefits of more organic or more structured shared
experiences.

assignments and projects. After school projects as
well, using Minecraft, WhatsApp, and some social
media platforms. Computer club projects can help
students with future employment opportunities.
3. Elaboration of Ideas that fit a “best practices”
category
While the discussion did not directly treat the topic
of best practices, some ideas surfaced that can
allow PLCs to grow organically if the topic is new or
cutting edge, or if there are no associated standards
organizations. This allows original members of the
PLC to later develop standards based on shared
experiences. On the other hand, it might make for
sense for newly organized PLCs centered on topics
known to have standards to use those standards as
a spring-board from which to launch the new PLC.
4. Elaboration of ideas that fit a potential pitfalls
category
The very technology that allow PLCs to meet in
virtual worlds can also create obstacles that prevent
some members from participating.
Distance
communication: Those who have slow internet or
older computers are often at a disadvantage whether
in a web-based meeting or a virtual environment.
Web cameras and screen recorder speed also
determine the quality of the shared experience.
5. Elaboration of ideas that fit a “recommendations”
category
The need for improved internet access in rural and
poor areas. In education, students are perceived
to be better at technology, yet their skills are often
limited to smart phones, tablets, and basic computer
use. Teachers sometimes have more experience
with virtual world use in the classroom - hence the
need and appreciation for technology help. A brief
reminiscing session included DOS, dial-up internet,
movie maker, and other early digital tools for audio
and video.

7. Conclusions reached by the facilitator/assistant
based on the discussion
Professional Learning Communities are as popular
and necessary as ever. Their migration into virtual
worlds has created both new opportunities and
new challenges for members and organizers. There
is some evidence that meetings held in virtual
How PLCs have helped students with physical learning worlds foster creativity or new ideas, whereas
Sharing information about technology with teachers, physical meetings emphasize the implementation of
who then share it with their students and use it in activities already envisioned. Also, there is still fear
Journal of Virtual Studies • Vol. 10, No. 1 • ISSN 2155-0107
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of and issues with technology for some members
that make it difficult for them to engage fully during
online or inworld meetings. However, anywhere
PLCs meet are geared toward sharing, learning,
support for members, and the identification with
the professional work for which the community has
formed. Virtual World PLCs are not replacing the
physical meetings so much as augmenting them so
that new and different skill building and learning
through sharing can be experienced by all members.
References mentioned by audience members:
Professional Learning Communities: What Are They
And Why Are They Important?
http://www.sedl.org/change/issues/issues61.html
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Quadrivium Networking Topic: reVisioning Digital Technology in
Education
Adrienne Pascal

Introduction
This writing is a summary of the topics discussed at a
Quadrivium gathering during the 2019 Virtual Worlds
Best Practices in Education Conference. The purpose
of the gathering was to discuss and develop applied
critical and creative approaches to modern issues
that require innovative thinking, solutions, and
practical mechanisms to our ever changing world.
For this particular Quadrivium, the participants
focused on reVisioning Technology in Education.
Overview of Main Topics or Ideas Discussed
The four questions posed to the participants served
as a starting point for discourse in relation to the
main topic. The four questions were posted on each
main compass point as follows:
1. Where will the future of teaching and learning
with technology take us?
2. What should we do to prepare ourselves?
3. What should we do to prepare our students?
4. How do you choose which technologies to
incorporate into your practice?
Although four distinct questions were proposed to
the Quadrivium participants, we found that these
topics blended into each other well.
In discussing the future of technology in education,
it is a natural jump to think about how quickly
technology has increased in the past as well as
recognize the acceleration of technology in our lives
and more so in the lives of our students. Globally,
we have moved from a mechanical industrial society
to a technological society at a rate that far outpaces
our ability to support our students in a fashion we
could be completely confident of. The future of
teaching and learning with technology must take
into account the fact that we are preparing students
for careers and lifestyles that most likely have not
even been invented or created yet. According to a
Forrester Research Study in 2015, it is predicted that

our current students will hold twelve to fifteen jobs
in their lifetimes and of those jobs, many of them
do not exist in today’s world. Some members of
the Quadrivium suggested education that is fluiddynamic and provides strengthening of skills that
are easily transferable to any situation. The solution,
therefore, lies in our ability to prepare students as
best we can using technology to help them become
lifelong learners who have the ability to question the
world around them and assist students with their
development of the key skills of communication,
problem solving, and collaboration. We know that
technology is our global future, and as educators
we need to embrace its use to help us give students
every advantage possible.
To better prepare ourselves as educators, there are
two things that we require in order to adequately
give our students the skills, knowledge and flexibility
they need.
Both of them have been, are, and always will be “not
enough” in any educational setting: time and money.
Educators need time to research new technology,
to test and review it, to get the necessary training,
and to prepare thoughtful lessons to be used in their
classrooms that incorporate technology.
Educators also need money to get technology into
the hands of the students where it can serve as a
tool for learning and for the training of the educators
in technology, but also to upgrade technological
systems within the educational environment and
even just to maintain the structure of any technology
currently in place.
In the efforts to prepare our students for digital
technology in education, many of our participant
noted the seemingly innate ability of younger
students to pick up new technology with ease. It
was also noted that in order for this ability to be
truly useful in education, educators must be able
to guide students in the correct direction for their
learning purposes. One participant even described
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a classroom full of 12 year olds left to their own Other Ideas Discussed
devices on computers playing HALO all day long. It Some of the many interesting ideas shared at
was unclear if the teacher would be enticed to join this event included getting rid physical schools,
in on this endeavor. Another participant added that make coding/programming a required course, and
many online games are developed to function as providing struggling teachers with extra help to
learning tools to help with many subject for practice transition into the technological age.
with information. Regardless, there are still some
concerns with inequality because availability of At an event just prior to ours, Thinkerer Melville
(Selby Evans IRL) lamented about what he calls the
technology does not exist for many students.
“edifice complex”; where educational institutions
The final question posed was perhaps the most are strapped with paying billions of dollars annually
difficult one because determining which technologies for educational buildings. He stressed the benefits
to incorporate into educational practices involves a possible in doing away with brick and mortar schools.
continual juggling of money, time, and thought. A The reasoning is to stop creating new physical
concern for technology is the expense because schools and instead use the resources to build a
the consensus seemed to be that the most helpful virtual school system. Certainly, a step toward this
products would often turn out to be the highest in direction may be eliminating new construction in
price. Participants also expressed a concern about lieu of creating a “track” system where students use
having to weed through many so many different a classroom one or two days a week rather than all 5
technologies in order to find one that serves specific of a normal school schedule. This practice is already
purposes for their students. Determining which being used with some success in some schools and
technologies to use is something that at some point are often explained to be on a “non-traditional
has to be a group effort in order to pool resources.
schedule”. Still, this practice has students coming
Potential Pitfalls
to the schools five days a week and does not cut
As with most educational environments, there is back on physical classroom use enough to eliminate
never enough funding to provide easy solutions to new buildings completely due to numerical student
the complexity of educational technology. It was growth.
noted that most schools do not have a technology The notion of making coding/programming a
integration specialist and even if they do, that job required course has already been adopted by some
title is usually one of the first on the chopping block progressive educational systems. In order for this
when budget cuts are mandated.
to make the overall impact desired, this might be
For most educators, ever-increasing class sizes and better suited to all students if it were required as a
more responsibilities leads to less time available model at a very early age, and that model/concept
to just cover the basics. Cheap, but high stakes were expanded every year as a required subject
testing is often the rule of education and is used throughout all of their years of schooling. To make our
to judge both the students and the teachers. This educational systems truly great, we may want to be
seems counterintuitive to developing the key looking at making coding/programming something
skills of inquiry, collaboration, problem solving, of a second nature to students. As such, we may be
and communication. Often, the brightest of our able to ensure they don’t just USE technology, they
students with these key skills are misrepresented by may inherently question what exactly makes it work
lower test scores because they don’t test well or just the way it does.
don’t care about regurgitating definitions. It is clear, On the other end of the spectrum, we know that we
however, that some form of proof of competency currently have educators who are either fearful of
must be demonstrated in any educational institution. technology or do not care to learn or embrace it for
Other pitfalls include a continual reduction in funds classroom use. A trusted cohort may be able to help
available for teacher professional development that individual dive into technology and hopefully
through workshops and conferences that previously enjoy the benefits of it.
served as both a learning mechanism and a Best Practices and recommendations
networking tool for educators to exchange ideas.
All of the ideas discussed could be a partial or even
full solution for one or more educational systems. It
all depends on the nature of the school itself and the
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resources available to that entity. There is no one
size fits all for educational structure the same as this
is not the case for individual students.
In the face of adversity, necessity is the foundation
for creativity and ingenuity in determining how to
best prepare our students for success in the future.
We have to remember that technology is not
education, technology is a tool utilized to obtain
instructional goals.
To help with the time and training challenges inherent
with incorporating technology into education, the
idea of teacher cohorts was a promising one. This
cohort would be a small group of teachers from a
school who are given incentives to research, find,
test, and then share their findings with all of the
educators at that institution. This would also be a
cheaper way to ensure training for all on vetted
technological resources.
Another suggestion would be to create a global
database of “what’s new” for educators in every
subject with a description and teacher notes on
each technology showcased. This database would
be updated weekly by date and searchable by type,
subject, targeted age groups, time needed, cost,
and pro’s/cons about the technology. It is unclear
who would be best at managing such a database,
but it would be imperative that it is not influenced
by outside advertisement or is used to make money
for any entity.
Conclusion
Overall, educating our students to be successful in
the future is the most important thing to be done
in order to ensure a continuation of a healthy,
knowledgeable, and prosperous society. With the
unending pitfalls that educators face and the most
stressful one being the degradation in priority of
education, we must continue on and do the best we
can with what little we have. Many ideas are out
there to overcome the obstacles and some seem
easier to implement than others. In the end though,
it is imperative for educators to continue pushing for
the absolute best for our students because after all,
the world of tomorrow will be determined by them.
Author Note
The author would like to thank Elisa Segoni for her
assistance in the Quadrivium process and paper.
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Quadrivium Networking Topic: re:Visioning Assessment
Scott Grant

Introduction
looked at general issues around assessment as
The Quadrivium “re:Visioning assessment” was identified by participants; Part 2 looked at innovative
held during the 2019 Virtual Worlds Best Practices approaches to assessment, with a particular focus
in Education conference. Around 40 participants on approaches adopted in the context of virtual
joined the Quadrivium, with countries as diverse as worlds. Within these two parts, the discussion
Australia, USA, Canada, UK, New Zealand, Germany moved naturally backwards and forwards between
two main foci: standardised testing and innovative
and Italy represented.
learning and assessment. A number of “themes”
The focus of the Quadrivium was on assessment. then emerged from this discussion and include
Participants explored a range of questions, including (alphabetically): accessibility (provided by innovate
what the challenges surrounding assessment are as assessment); attributes (desired of learners) ;
we move into the future, what current challenges are authenticity (of learning and assessment) ; barriers
being faced, if these challenges are the same, and if (to innovation) ; flexibility (in relation to assessment
so, how will these be resolved? Additional questions of learner knowledge & skills) ; future focus (in
were also given to participants to contemplate determining what should be assessed and how);
during the discussion:
horses for courses (assessment appropriate to
• Why are we (seemingly) looking for alternatives to specific requirements); learner support; negative
conventional (standardized) testing / assessment? impacts (of mainly standardised assessment); new
approaches (pedagogy as against new technology);
• What are the forces that keep conventional new technology (to facilitate innovative assessment);
(standardized) testing / assessment in such other qualities (that innovative assessment can
prominent use?
highlight, such as divergent thinking); positive
• What forces will drive a move away from impacts (standardised testing); and support for
conventional (standardized) testing / assessment? innovation (from leadership);
• What are the strengths of conventional This next section of this paper will flesh out the
(standardized) testing / assessment?
discussion outlined above. It will also report on
• What are the weaknesses of conventional examples of innovative approaches raised by
participants, both within and outside of virtual
(standardized) testing / assessment?
worlds. Finally, the paper will attempt to draw
• What are the alternatives to conventional together some of the common themes and
(standardized) testing?
experiences brought to light during the discussion.
• What are some of the strengths of testing/
assessment in virtual environments (including Issues around assessment
games, simulations, virtual worlds, etc.)?
Standardised assessment
• What are some of the weaknesses of testing/ Much of the conversation about issues around
assessment in virtual environments?
assessment focused on the widespread use of
• What types of learning are most suited to standardised assessment. Specific examples
assessment in virtual environments?
of standard assessment were offered for the
The session was divided into two parts in an attempt USA (Graduate Record Examinations or GRE), a
to provide some structure for discussion: Part 1 standardised test that is an admissions requirement
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for most graduate schools in the US, and Australia
(National Assessment Program – Literacy and
Numeracy or NAPLAN), a standardised testing
program that is implemented by the Australian
Federal Government at grades 3, 5, 7, and 9 to
measure student progress through primary and
high school. Participants confirmed that a variety
of standardised testing is widely implemented
throughout the USA, as it is in Australia and other
countries.
Support for standardised assessment
A range of views about standardised assessment
immerged during the discussion. On the supportive
side, standardised assessment on a state-wide or
nation-wide basis was seen as ensuring a degree
of equity for students and schools. One participant
commented that it “is useful for state/provincial
standards to ensure students are learning the same
across the board and that some schools aren’t
getting a ‘raw deal’.” Another saw the issue being
more about accountability, saying: “Districts have
a right to know if teachers are teaching to the
standards - and that is the purpose of standardized
testing. And our students (and teachers) fall way
short.” A number of participants saw a positive role
for standardised assessment in combination with
a range of other forms of assessment. A colleague
from New Zealand informed the group that: “
Even our nursing lecturers who have to prepare
students for State Finals – a very long and detailed
MCQ exam, manage a huge amount of innovation
in assessment: obviously clinical assessment, roleplays, simulations, photo journals, group research
presentations, discussion boards, etc.” This view
in part overlaps the “horses for courses” view of
assessment, which sees the purpose of assessment
as the key factor in deciding which approach to
adopt. One participant emphasised that “That is the
importance of contextualisation – the type variety
of assessment will vary with the context.” Balance
was seen as an important factor. Another felt that
“Yes, standards have a place, but they have been
overemphasised”, and yet another feeling that
“there needs to be a balance.”

on students / learning; impact on post-secondary
learning; impacts on post-education employment.
Impacts on institutions. The creation of “league
tables” or list of educational institutions and their
academic performance, in some places, coexists
with standardised testing regimes. One participant
from the US confirmed this, commenting that “this
year’s results are published to show how schools
are doing.” This can negatively impact on schools
that appear lower down the list in terms of parental
choice of a school for their children. In terms of
negative impacts on teaching, an issue raised by a
number of participants was that of “teaching to the
test”. One example was given where requirements
to teach to the test impacted on time available for
other important learning activities “I hear science
teachers say, ‘I have no time to do labs or field trips
I have to cover material for the test’.” A further
anecdotal example was given by another participant
who said, “yes I have heard that or in our advanced
placement English in grade 12 (early 2000s) the
teacher found she had to compromise teaching to
teach for the diploma exams.” Another major impact
on teaching relates to the question of authenticity.
One participant expressed that “My fear is that the
attempt to standardize assessment removes some
authenticity” and that “and it becomes just about
numbers and competition.” The issue of authenticity
was also prominent in later discussion about
innovative teaching and assessment.

Impacts on students & learning. Standardised
assessment was seen by some as having a
significant impact on students and learning. Due
to the abovementioned potential impacts on the
educational institution, a form of discrimination
that directly impacts students emerges where some
institutions “even ask students not to come to the test
to improve the final result.” Several participants also
saw standardised assessment as having a “stifling”
effect on student learning, creating “competition
for grades and to teach for the test over individual
creativity and innovation. Even tests like the GRE
create barriers for divergent thinkers who may argue
for a different “best answer” on the multiple-choice
questions.” In another example, students were being
Negative impacts of standardised assessment
taught how to write for exams rather than helped to
However, there was a significant amount of “grow more as writers”.
discussion on the negative impacts of standardised
assessment on teaching and learning. Overall, Impact on post-secondary learning. A rather striking
negative impacts seemed to fall into five main areas: example was also given of the effects of teaching
impacts on institutions; impacts on teaching; impacts to the test at secondary level affecting students’
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preparedness for college. The group was informed
that “One result we see is that only the most advanced
status have experience with writing research
papers when they head into college. This makes
them significantly less college-ready.” Standardised
assessment and teaching to the test were also seen
as having a negative impact in terms of students’
ability to adapt to different approaches to learning
and assessment in post-secondary education. The
comment was made that “…by the time they reach
us the students struggle with different approaches.”
Impacts on post-education employment. The impacts
of standardised assessment and the attendant
effects on teaching and learning were even seen to
have relevance for post-education employment. One
experienced participant made the salient point that,
“The major holes in education coming into industry
/ knowledge work are in EQ and creative problem
solving”. Another emphasised that “Employability is
certainly a big thing, and our Masters programmes
are accredited by a professional body, that does have
impact, in fact giving more justification for a variety
of assessments, and NOT having exams and tests.”

but learn real world skills rather than always from
books.” However, this same participant was also
struggling to think of ways to achieve this in virtual
worlds, saying “I just need help figuring out ways
to do authentic assessment in SL”. Very quickly an
example was proffered by another participant who
said “I remember seeing an oil well rig in SL and
people had to figure out what to do in case of a fire
in order to pass the class. I thought that was really
amazing”. Another participant had clearly done a lot
of thinking about both “authenticity”, what kind of
model could achieve it, and appropriate pedagogical
approaches. He said:
“I’m thinking particularly about medical / clinical
simulation - sales training, and other areas of practice
- where a simulation cbt solution that allows for logic
inserted at decision points, and evaluation of variate
states in order to determine the outcome. Thinking
about scalability of a model that would allow
faster creation of scenario / simulations - but allow
educators to build the assessment / simulations with an eye toward problem solving / project-based
learning.”

Simulation
Innovative assessment & learning
The discussion around innovative assessment Simulation featured prominently in discussions about
was very lively. From the discussion it became authentic learning and assessment. One example
clear that innovative assessment and innovative given involved a combination of virtual and real
teaching are closely tied together. Participants environments where paramedic students use “VR
offered commentary and analysis on the features to enter a simulation, then move into a room with
of innovative assessment and innovative teaching, 360 degree camera shots on the walls, real items
the basis on which to design both, the platforms, in the scene and the fancy, expensive mannequin
technologies and pedagogical approaches to they need to work on – real smells, sounds, etc.”
facilitate both, as well as on the importance of Teacher training was another area mentioned as
gaining institutional support, on ways to gain such being amenable to simulation, particularly in a virtual
support, and on the barriers faced in implementing world environment. One participant commented
that “I could see SL as being useful for simulating
innovative assessment and learning.
classroom teaching and presentations as well (even
possibly role plays of simulations such as for example
Authenticity
including a child in a wheelchair in a class)…or even
Whereas standardised assessment was seen as handling a classroom management issue”, a view
lacking “authenticity”, this was seen as a prominent that was supported by another participant who
feature of innovative assessment and teaching. Many emphasised the benefits of “hands on” learning
examples of “authenticity” were given during the and assessment via mastery, saying: “Yes, lots of
discussion. More than a few were linked to desirable hands on practice for students gives them a great
graduate attributes, employability, and real-life social way to learn, and the outcomes show what they’ve
skills. In terms of innovative approaches to authentic mastered and where they still need support”.
learning and assessment, one participant wondered Another participant strongly advocated taking a
aloud about “simulations, apprenticeships, or even more serious look “at ways that simulations can be
research mentorships with high school students” used both in virtual environments and in broader
adding her vision of what this might look like, i.e. CBT. Can we start tracking things like sequence of
“places where students are assessed by experts interactions - yes, but also can we look at multiple

64

Journal of Virtual Studies • Vol. 10, No. 1 • ISSN 2155-0107

active states of simulated objects and create a more
directly relevant simulation.”
Criteria for designing innovative assessment &
teaching

being useful for the development and implementation
of innovative teaching and assessment. Technologies
and platforms included Skype, Facebook, Twitter,
emails, SMS, 360-degree video (particularly Adobe
and Lectora), virtual environments/worlds (such as
Minecraft, Second Life, Sansar) , VR, AR and MR,
and Google Docs. As an example of how Google
Docs provides a platform for innovative pedagogical
approaches to learning, one participant informed
the group that: “In my classes I’ve been having a lot
of success with continuous formative assessment
through google docs. I can ask questions and we can
discuss student answers, and as I teach them various
research methods, I can see how they are doing
with their hands-on practice”. The same participant
pointed out the peer learning opportunities created,
further commenting that students “also learn from
each other a lot through the Google docs”.
Tools included concept and mind maps, photo
journals, and discussion boards. Approaches
included role-plays, simulations, group research
presentations. One example of blended approach
using a number of these technologies in combination
with real life locations was given in relation to
paramedic students who “use VR to enter a
simulation, then move into a room with 360 degree
camera shots on the walls, real items in the scene
and the fancy, expensive mannequin they need
to work on – real smells, sounds, etc.” Another
participant commented that “…still using VWs
cause they are effective & so accessible now.” This
particular participant was involved in the training of
nurses and for a number of years included simulated
clinical consultations in Second Life as part of the
formal assessment.

The future, graduate attributes & other qualities.
When thinking about the design of innovative
teaching and assessment, one factor that a number of
participants though was essential was looking to the
future needs of post-secondary education, industry
and employers. Interestingly, this perspective didn’t
mean the exclusion of standardised assessment,
but rather supported the “horses for courses”
or combined approach, using different forms of
assessment for different desired outcomes. One
participant offered a very immediate example of this
forward looking blended approach, saying: “Just
attended the 2nd NZ Digital Campus and Learning
Transformation conference – blew me away what
some of our local schools are achieving…making
their own apps, working with industry, combined
projects with universities, industry, government
bodies & overseas classes & working towards
national quals at the same time!” The importance of
considering the future when designing innovative
teaching and assessment was given an even greater
sense of urgency when one participant made the
point that there should be an “Educational push
towards becoming life-long learners – how do we
even know what jobs our students will be going to
in the future? They may not exist yet”, a view widely
heard in commentary on education innovation.
The intimate link between education (K-12 and
tertiary), industry and learner attributes was
further highlighted by one participant who noted
that “The major holes in education coming into Barriers to innovative assessment & teaching
industry / knowledge work are in EQ and creative
problem solving.” There was some discussion A number of participants were keen to share their
about the need to design learning and assessment insights about barriers to implementing innovative
“…where students will graduate with marketable assessment and teaching, and even doing research
skills” that are “relevant to today’s market”, and into these areas. Fear and lack of understanding of
as such “Industry stakeholders already important technology by decision makers, in particular “ethics
here.” Learner attributes such as creative thinking, boards”, were seen as major barriers to obtaining
problem solving, emotional intelligence (quotient), support and “impedesst projects like yours”. In one
team building, collaboration, research capabilities, case, an example of “21 Century learning” conducted
and other affective domain skills were seen as being initially a virtual world was given where “kids could
key factors in designing (or re-designing) teaching collaborate - and each student could come up with an
answer”. The participant further commented that:
and assessment.
“This project was amazing, included in a keynote,
Technologies & platforms. During the quadrivium but it was ignored after”. Things even went as far
discussion a number of different technologies, as being “presented to congress, then we moved to
platforms, tools, and approaches were mentioned as Oculus Rift”. Sadly, “The decision makers are very
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against this” and in the end “Only one was willing
to give us funds but these funds disappeared.”
In analysing the reasons why this happened, the
participant concluded that “They think we’re playing
games, but it’s anything but. One of our students
went on to work for NASA!”. There appears to be
a “fear of games/vr in general” in some decisionmaking quarters, as well as a fear of innovation and
“of the ‘new’”. Another participant commented that
the reluctance to support innovative development,
particularly in relation to virtual worlds, was in part
related to “faculty in general seeing virtual worlds as
sex boxes” and that there is a “and fear of privacy”.
This cautiousness is evident in relation to other
innovations, not just virtual worlds. One participant
said rather poignantly “even with my current project
of developing a children’s book on disability culture,
the school board is anxious…even though the
academics love it.” On a rather sad note, an educator,
academic and pioneer of learning in virtual worlds of
very long standing reported that “We used to have
support. Lost the support…10 years of success - was
surprising.”
The desire for control by administrations was also
flagged as a major barrier to innovation. “New
administration, they wanted to offer the same thing
to everyone, control everything“, commented one
participant. Another pointedly commented that
“Risk vs. reward - in general they will avoid anything
that involves risk”.

controlled the environment really was. Now all
support.” Further, “I just created some examples, and
the resistance melted away”. This enthusiasm was
somewhat tempered by an observation by another
participant, who earlier had identified the desire for
control over innovation by decision makers, that not
all innovative technologies or platforms are viewed
in the same light, commenting that “the 360 stuff is a
closed loop - so easier to control, no potential for the
unexpected or unendorsed.” In some cases, to avoid
preconceptions, misconceptions and anxiety about
innovative technologies like virtual worlds a change
of tack and terminology is required. “I’ve pitched a
poster to a Cal State Makerspace thing that will talk
about VW as makerspaces. Nobody is talking about
VW in my world” said one participant. The same
participant made the point that some resistance,
on both the part of the decision makers and the
students, comes from the expense and complexity of
the technology to be used. In her case, the solution
is to “make sure all VR for classroom is browser
friendly, so we don’t need special googgles”.
Support for programs that involve cutting-edge
technologies was also in evidence, with one well
known advocate of innovative teaching and learning
in virtual worlds contributing an example: “Master of
Arts in Learning and Emerging Technologies (https://
www.esc.edu/graduate-studies/masters-degrees/
education-programs/ma-learning-emergingtechnologies/)”.

Winning support for innovative assessment & Conclusion
teaching
The quadrivium topic “re:Visioning assessment”
However, there were several examples of decision stimulated a lively discussion about assessment
makers supporting innovation. A New Zealand in general, the link between assessment and
participant noted that “In NZ we are pushing teaching, the need for innovative approaches to
boundaries with a lot of support from NZQA (New assessment and teaching, the continued need for
Zealand Qualifications Authority: https://www.nzqa. more standardised, standards-based assessment,
govt.nz/)”. Another encouragingly said: “I have and a balance between the two. There was general
support from ecampus at SJSU to be here” (SJSU agreement that standardised assessment had its
– San Jose State University ECAMPUS: http://www. problems and limitations, particularly in the 21st
sjsu.edu/ecampus/). Yet another informed the group Century looking towards a future full of as yet
that “We have an entire department at SUNY Empire unquantifiable changes. Flowing from this was a
State” (The State University of New York: https:// recognition that there is a need to continue to think
www.esc.edu/).
innovatively about assessment and teaching in order
On the question of how to overcome the barriers to foster skills and attributes in our students that
mentioned above and win support, being able to will help them thrive in the modern world. However,
address the fears of decision makers and demonstrate there was also agreement that there is no need
that their fears are groundless was identified as an to “throw the baby out with the bathwater”, and
important measure. One participant enthusiastically that there is a place for standardised assessment
said “There was resistance to use of 360 in the alongside and in combination with innovative, more
classroom until I could demonstrate how safe and formatively-focused assessment.
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While a number of barriers to the adoption of
innovative approaches to assessment (and therefore
to teaching) were highlighted, strategies for
overcoming these barriers were also offered. During
the discussion it became clear that finding strategies
to win over decision-makers is very dependent on
a number of factors: analysing and understanding
what lies behind the barriers (what the concerns
of the decision makers are); overcoming negative
preconceptions (by demonstrating that they are
not true); understanding the strengths of whatever
innovative technology, platform or approach being
proposed thoroughly (and being able to demonstrate
these clearly); and being able to think creatively and
present innovative ideas in a way that speaks to the
target audience.
Further resources
• On “Continuous Improvement”, assessment and
the inadequacy of test scores to drive sustainable
change: https://www.advanc-ed.org/sites/default/
files/documents/CISExecSummary.pdf
• On competency-based learning, performancebased
assessment,
formative
assessment
and equity:
https://www.edweek.org/ew/
articles/2018/10/11/what-happens-when-state-unstandardize-tests.html
• On
performance-based
and
“authentic”
assessment - a glossary: https://www.edweek.
org/ew/articles/2019/02/06/what-is-performanceassessment.html
• On games & simulation for teaching and
assessment: O’Neil, H. F., et al. (2016). Using Games
and Simulations for Teaching and Assessment : Key
Issues. London, UNITED KINGDOM, Routledge. In
particular: Munro, A. (2016). Measuring Learning
in Simulations and Games. Using Games and
Simulations for Teaching and Assessment: Key
Issues. H. O’Neil, E. Baker and R. Perez. London,
United Kingdom, Routedge: 143-162.
• On what makes “good schools”:
https://
theconversation.com/what-makes-a-school-goodits-about-more-than-just-test-results-114372
• Video REVIEW – The Future of Assessment: https://
www.youtube.com/watch?v=vR4OfCEVTK8
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K eynotes

Paraethnographic film as mode of
education: Lessons from disability
in virtual worlds

Tags: anthropology keynote paraethnographic

Teacher training within Virtual
Worlds

VLANGUAGES

Keynote Presenter: Dr. Tom Boellstorff, University of Tags: teacher training virtual worlds vLanguages
California Irvine
Keynote Presenter: Dr. Tuncer Can, Istanbul
Description: What possibilities do virtual worlds University
hold for film as a mode of education? To explore this
question I will discuss Our Digital Selves: My Avatar Description: This presentation will look at how
is Me, a documentary by Bernhard Drax. This film training teachers within Virtual Worlds could
chronicles my research on disability and virtual enhance innovation in the class and change the
worlds, but the filmmaker was given creative control: lives of real people by ensuring them real jobs. The
my collaborator (Donna Z. Davis) and I appear in skills acquired within Virtual Worlds are also leading
the film and helped guide its themes, but made to more innovation in teachers’ professional lives
no decisions regarding the film’s final content. which leads to life-long development as well. The
The filmmaker’s extensive work included meeting presentation will also summarize the influence of EU
interlocutors in the physical world that the researchers funded projects like CAMELOT and GUINEVERE on
met only online, as well as crafting a narrative about the foreign language teacher development.
disability and virtual embodiment that comments
on rather than replicates the scholarly narrative.
I will discuss specific techniques like “virtual Session Recording: https://youtu.be/1Z7VWzFXkOk
reenactment” and “virtual staging” that Drax used
in making Our Digital Selves, and reflect on how
what I term “paraethnographic film”—film created
through a triple collaboration between community
members, ethnographers, and filmmakers—holds
great potential for virtual education.

Session Recording: https://youtu.be/8vSVNwYW_Z0
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Crossing the Horizon together:
Scanning, transforming, and
sharing “What Works” in
Immersive XR

effort and unveil ways learning professionals can
both contribute to and gain from a synthesis of
current and future virtual reality (VR), augmented
reality (AR), mixed reality (MR), and other XR
technologies for supporting and enhancing learning
and human performance in evidence-based and
research-grounded ways.

Session Recording: https://youtu.be/Sv5-Lm-me_Q

Tags: EDUCAUSE iLRN immersive learning immersive
XR
Keynote Presenter: Dr. Jonathon Richter, Salish
Kootenai College and Executive Director, Immersive
Learning Research Network
Description:
The Immersive Learning Research Network (iLRN)
facilitates collaboration between computer
scientists, game developers, educators, learning
scientists, and other research professionals to
develop and showcase the scientific, technical,
and applied potential of immersive learning. iLRN
has recently partnered with The ICICLE XR for
Learning and Performance Augmentation SIG and
others, including EDUCAUSE, and the Consortium
for School Networking (CoSN) on the “State of XR
and Immersive Learning” project, which combines
a systematic review and synthesis of the scholarly
evidence and knowledge base on XR and immersive
learning with a Delphi-inspired environmental
scanning and forecasting exercise in the vein of the
well-known Horizon Project. The project is sponsored
by Unity Technologies, HP, zSpace, Adobe,
and Dassault Systèmes.
In this session, iLRN Executive Director Dr. Jonathon
Richter will provide details about this new collective
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A bove the B ook I nterview
The Virtual Worlds Best Practices in Education 2018 conference continued a new tradition on the program,
with an interview feature segment, Above the Book.
Discantus supra librum, Above the Book, defines the musical art of polyphonic improvisation when in two
subtle, but distinctly rhythmical, melodies combine to produce something greater than its whole. This is the
concept behind this exploration of education and technology.

What’s new at the Lab?

Catching up with Thinkerer

Moderator: Kevin Feenan

Moderator: Kevin Feenan

The ever engaging Above the Book interviews
continue for 2019. To start us off, join our intrepid
VWBPE and RUC leader, Kevin Feenan (SL: Phelan
Corrimal), for a discussion of what’s new at Linden Lab. Kevin will be speaking with Patch Linden,
Senior Director, Product Operations and Grumpity
Linden, Senior Director, Product.

Today Kevin will be catching up with a great friend
to VWBPE , and the education and arts community
in virtual environments: the first recipient of the
VWBPE Thinkerer Award: Selby Evans – known
across the metaverse as Thinkerer. In 2014, the
Virtual Worlds Best Practices in Education Organizational Committee instituted a new personal achievement award to recognize an individual who has
provided outstanding service to both the field of
education and the virtual world community at large.
Let’s find out what Thinkerer has been up to these
past 5 years.

Session Recording: https://www.youtube.com/
watch?v=BH_Zogm8zAQ

Session Recording: https://youtu.be/ZtEtM3hECr4
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Feather in your cap: Achievement
and recognition

Science Circle: Innovators in
global science education

CREATIVITY & INNOVATION

DISTANCE CONNECTIONS

PRESENTATIONS

PRESENTATIONS

Tags: recognition student achievement teaching

Tags: intern open education science education STEM

Presenter: Renne Emiko Brock (SL: Zinnia Zauber), Compass Point Round Table Discussion
Peninsula College
Presenters: Mike Shaw (SL: Shawza Tunwarm),
Description:
Imparting
knowledge
and Southern Illinois University Edwardsville; Matthew
acknowledgment is vital for encouraging curiosity Burr (SL: Beragon Betts); Robert Knop (SL: Prospero
and confidence in students. To hit the target, one Frobozz); Vic Michalak (SL: Phil Youngblood); Steven
must aim higher to reach their mark and earn a van Hook (SL: Kip Roffo)
symbol of achievement. Increase challenges and
customize learning outcomes with personalized Description: The Science Circle is a 10 year old alliance
projects that enhance motivation and demonstrate of scientists, educators, students, and science
skill proficiency, ownership, and valued contribution. enthusiasts who collaborate to share knowledge
Capability is the cap and the earned feathers are and promote open source education worldwide. Our
their virtual creative problem solving and multimedia mission is to enhance science understanding through
interdisciplinary dialog via virtual environments
communication successes.
and social media. We continue to collaborate with
Objectives:
educators and researchers to re:envision innovative
ways to attract and engage a diverse people and
Create challenges focused on student motivation to ideas, while working to solve technological and user
energize and increase their learning potential.
issues.
Develop a visual or increased access reward system Objectives:
to demonstrate student’s accomplishments.
Participants will be able to see how Virtual Worlds
can facilitate open-source STE(A)M education.
Participants will be able to consider the interplay
between VWs and the toolbox of social media.

Journal of Virtual Studies • Vol. 10, No. 1• ISSN 2155-0107

73

Virtual world training for mental
health providers

Design thinking for education in
online education

ESSENTIAL ACCESSIBILITY

ANALYTIC THINKING

PRESENTATIONS

PRESENTATIONS

Tags: dissemination EBPs psychology PTSD

Tags: Design thinking Education as design

Presenter: Kevin M. Holloway (SL: Jarom Compass Point Discussion Presenters: Hsiao-Cheng
Cooperstone); Uniformed Services University of the (Sandrine) Han (SL: Kristy Handrick), University of
Health Sciences
British Columbia; Yi Meng (SL: Emma de Pizan);
Wenyi Gong (SL: Hermione524); Peisen Ding (SL:
Description: The Center for Deployment Psychology AAADeanAAA)
(CDP) has piloted virtual-worlds based training
programs for mental health providers serving military Description: Our team seeks to create a revision for
Service members, Veterans, and their families. This education from the design perspective. We consider
population deserves the most effective treatments online/virtual education as being a design process.
for deployment- and combat-related PTSD, sleep What if educators only lectured at a minimum,
disorders, depression, and suicide prevention. This spending more time with students as they find
presentation will discuss CDP’s synchronous and problems, gather information, brainstorm ideas, plan
asynchronous Second Life training models and solutions, test their hypotheses, and improve the
environments, and preliminary outcomes data design? Virtual worlds provide the best environment
regarding effectiveness.
for students and instructors to engage in the design
thinking process.
Objectives:
Objectives:
Participants will be able to describe CDP’s Second
Life regions for mental health provider training.
Design thinking as education
Participants will be able to compare and contrast Design thinking for education
outcomes of physical and virtual training models.
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The need to determine a Trusted
Friend

What’s the reality of virtual
conferences?

ETHICS & RESPONSIBILITY

DISTANCE CONNECTIONS

PRESENTATIONS

PRESENTATIONS

Tags: Archive Continue Curate

Tags: event planning Virtual Conference

Presenter: Josain Zsun (avatar), Chilbo

Presenter: Alice Krueger (SL: Gentle Heron), Virtual
Ability Inc.

Description: Expedition Central was a location
providing links for avatars to travel and explore Description: Our organization, as do others in virtual
Second Life.
worlds, holds virtual conferences annually. How
does conference organization and preparation
With Cyrus Hush, (Expedition Central founder), compare to physical world conferences? What
passing, no further maintenance can be done. advantages do virtual conferences provide for
Had a Trusted Friend been provided with account organizers, presenters, and attendees? How can
information, ownership could be transferred these conferences be improved?
and pending projects could be completed. New
information will be presented, based on previous Objectives:
discussions.
Encourage other organizations to hold virtual
Objective:
conferences.
Participants will be able to designate a Trusted Friend Improve the preparation and running of virtual
to access and transfer project rights, when a user can conferences.
no longer login.
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The making of “Our Digital Selves:
My Avatar is Me”
FEATURED PRESENTATION

Creating a future full of
opportunity within our global
village

Tags: disability Paraethnographic film research virtual DISTANCE CONNECTIONS
worlds
PRESENTATIONS
Discussion Moderator: Lorraine Storry Mockford
Tags: Career education Skills technology
(SL: LoriVonne Lustre)
Presenter: Jessie Nunes (SL: Catalina Staheli),
Join us on the Social Plaza for a discussion about
Northwest Arctic Borough School District
the making of Our Digital Selves: My Avatar is Me as a
follow up from this morning’s keynote presentation. Description: Bringing powerful, positive change
Bring your questions for the film maker, Bernhard to remote, rural areas through an introduction of
Drax / Draxtor Despres, and the researchers (if they opportunities in online careers as content-creators,
are able). Most importantly, this is your opportunity 3D modelers online, and more.
to meet the participants in this outstanding research
and film.
Objectives:
Be sure to watch Our Digital Selves: My Avatar is Me.

Reaching students through their interests.
Bringing rural students into the global society in
positive, innovative ways.
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Nonprofit Commons past
reflections, future directions
DISTANCE CONNECTIONS

Perspectives on virtual
professional learning
communities

PRESENTATIONS

DISTANCE CONNECTIONS

Tags: Community education Nonprofits in SL social

PRESENTATIONS

Compass Point Discussion Presenters: Cynthia
Calogne (SL: Lyr Lobo); Joyce Bettencourt (SL:
Rhiannon Chatnoir); Renne Emiko Brock (SL: Zinnia
Zauber); Buffy Bye (SL: Buffy Beale); Sheila Webber
(SL: Sheila Yoshikawa)

Tags: Community Improvement PLC Reflection
Presenter: Vasili Giannoutsos (SL: Bluebarker
Lowtide), Virginia Society of Technology in Education
(VSTE)

Description: A look at over a decade of Professional
Learning Communities (PLCs) online in forum, virtual
worlds, and video hangouts. From participant to
leader, the journey of an experienced virtual PLC
member always take such unexpected roles. We
will be looking at various ideas, roles, and positions
that users can take in these various digital settings.
Where you can be engage in a community online yet;
working on a research paper, texting colleagues,
Objective:
grading, and planning lessons; all at the same time.
Attendees will explore how to strengthen re:Vision Hypertasking is the new norm.
among the educational and nonprofit communities.
Objectives:
Description: After a year of reflection and evolution
the Nonprofit Commons re:Vision examines
the future of shared communities, presenting
professional development and promoting nonprofit
organizations that use virtual world platforms. Our
meetings feature learning and networking, helping
the community to grow stronger in technology use.

Participants will be able to identify the different
levels of engagement of online participants.
Participants will be able to reflect meaningfully on
their own online experiences.
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Virtual hunts for virtual detectives
ANALYTIC THINKING

GUINEVERE: Learn a language
through games in virtual worlds

PRESENTATIONS

PRESENTATIONS

Tags: middle school Open Sim scavenger hunt

VLANGUAGES

Presenter: Mary Howard (SL: mrshoward118), Grand Tags: EU funded project GUINEVERE language
vLanguages
Island Central School District
Description:
Virtual
environments
provides
extraordinary opportunities to engage students in
instruction. From building to immersive experiences,
students can receive tremendous benefits from
the use of virtual worlds. Learn how an Open Sim
experience helped inspire and reinforce learning in
the classroom from the inception of the grant to the
wonderful opportunities it has afforded students
with virtual scavenger hunts and exploratory learning
opportunities.
Objective:

Presenters: Heike Philp (SL: Gwen Gwasi); Letizia
Cinganotto
Description: Digital game-play has become a popular
way of practising a language and many youngsters
enjoy playing this in their spare time. EU funded
project GUINEVERE (2017-2019) aims to demonstrate
the potential of digital game-based learning in 3D
immersive environments in order to improve teaching
and learning outcomes in foreign languages.
Objective:

The project team wishes to share their developed
To share virtual scavenger hunts as used in a middle
documents on game design and communication in
school classroom.
Virtual Worlds.
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Reconsider cultural difference in
online education
ETHICS & RESPONSIBILITY

Culture and education for peace in
times of 3-Dimensional Immersive
Digital Environments (3D-IDEs)

PRESENTATIONS

ANALYTIC THINKING

Tags: Cultural differences learning Online education

PRESENTATIONS

Compass Point Discussion Presenters: Hsiao-Cheng
(Sandrine) Han (SL: Kristy Handrick), University
of British Columbia; Kwesi Yaro (SL: Banapeh);
Diana Ihnatovych (SL: dianaihn); Jennifer Zhao (SL:
JenniferZhao); Peisen Ding (SL: AAADeanAAA)

Tags: culture Peace Education virtual worlds

Description: Have educators considered online
education in relation to students’ cultural differences?
Does that even matter? In MOOCs with students
coming from different cultural backgrounds, do
students learn differently because their cultural
background? Should educators address it? Should
courses be designed differently based on students’
different cultural backgrounds? Why or why not?
This roundtable discussion will talk about how and
why it is important to consider culture differences in
education.
Objectives:

Presenter: Christian Jonathan Angel Rueda (SL:
ecoonis), Universidad Autonoma de Queretaro ; Juan
Carlos Valdes Godin, (SL: interpres)
Description: The present work is based on the
macro concept of 3D-IDEs, in specific virtual world
environments, having the social and individual
characteristics that could enhance the development
of culture and peace in school contexts. The final
reflections indicate that 3D-IDEs, especially virtual
worlds, overcome the fact of information sharing
through interaction of visual synthesis representation
of the concepts of culture and education.
Objective:
Participants will be able to understand how culture
and education relate to peace.

Cultural difference in learning
Cultural difference in online education
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Learner-Generated Augmentation:
Curriculum design with AR
ANALYTIC THINKING
PRESENTATIONS
Tags: AR augmented reality learner intuition

Re-visioning interprofessional
education in virtual worlds
ANALYTIC THINKING
PRESENTATIONS
Tags: flexible learning Interprofessional education

Presenter: Kenneth Y T Lim (SL: Veritas Raymaker),

Presenters: Susan Toth-Cohen (SL: Zsuzsa Tomsen),
Description: This presentation introduces an Thomas Jefferson University; Anne C. Smith (SL:
approach to the use of Augmented Reality (AR) in the Annemaree Michigan), Five Sparrows Counseling
design of learning environments, which foregrounds and Educational Services.
the surfacing of novice conceptions. Termed LearnerDescription: From their inception, virtual worlds
Generated Augmentation, the approach differs from
have attracted educators from many disciplines,
the majority of current interventions with AR in that
and benefits for both students and educators for
it does not presume upon the pre-design of learning
networking and immersive experience have been
artifacts by experts. In this way, it is more scalable
well documented. But, while virtual world education
and affordable than the approach that is currently
has engaged multiple disciplines to learn with, from,
default in the use of AR in learning.
and about each other, the potential for significant
innovation in interprofessional education (IPE) has
Objective:
not been fully realized. This presentation outlines
Participants will be able to approach Learner- ways to re-vision and implement IPE in virtual worlds.
Generated Augmentation as a curriculum design
Objectives:
paradigm
Participants will be able to describe ways to re-vision
and implement IPE in virtual worlds
Participants will be able to discuss the utility of the
flexible learning model for virtual training
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Eureka World: An educational
virtual world ecosystem

Metaphorical insights with
Symbolic Modeling

CREATIVITY & INNOVATION

CREATIVITY & INNOVATION

PRESENTATIONS

PRESENTATIONS

Tags: 3D3C Ecosystem Learning by Creation virtual
worlds

Tags: Creativity education metaphor symbolic
modeling

Presenters: Ori Shapira (SL: turh zane), Educators Hands on Workshop Presenters: Niela Miller (SL:
and Trainers; Dani Seryoti (SL: s Maya), Educators Marly Milena), Educators and Trainers; Janie Teagueand Trainers
Urbach (SL: Katsii Tennen), Support and Help
Communities
Description: Eureka World’s platform takes a
broader perspective on learning and involves a wide Description: We will show some short films
spectrum of actors from inside and outside the demonstrating the use of Symbolic Modeling
school. All stakeholders of education are involved (SymMods) in areas of education, personal /
in a collaborative of the learning process: the professional development and creative expression,
population inside school (mainly teachers, principals, and discuss the theoretical basis and approach to
students, other staff) as well as the population applying metaphorical thinking in virtual teaching/
outside school (entrepreneurs, associations, learning. We will demonstrate some examples of
institutions, municipalities, academic, families, and this approach in the session. We will introduce an
private persons etc.) In this presentation, we present opportunity for being trained in facilitating the
and define the unique concept of Eureka World’s use of SymMods in virtual learning environments,
educational ecosystem: The concept is discussed particularly Second Life.
generally in its 3D3C perception of teaching – which
emphasis how it allows quality assimilation of Objectives:
learning patterns for students in the 21st century.
Participants will be able to understand how
metaphorical thinking can enhance learning
Objectives:
How to create Educational ecosystem based on Participants will be able to recognize and discuss
possible applications to their own endeavors
virtual worlds that involves all educational partners
Demonstrate its unique platform and how to move
beyond the walls of traditional thinking to embrace
the wider community of educational professionals
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Re-visioning art and design
education: Nourishing
collaborative creativity in virtual
worlds

The significance of virtual
archaeology
ANALYTIC THINKING
PRESENTATIONS

ANALYTIC THINKING

Tags: Archaeology History Technologies

PRESENTATIONS

Presenter: Marion Smeltzer (SL: Nova Saunders),
Educators and Trainers, VIBE

Tags: Collaborative creativity virtual worlds
Compass Point Discussion Presenters: Yi Meng (SL:
Emma de Pizan), Educators and Trainers; Xiangling
Feng (SL: Belldance), Artists, Designers and Builders;
Qian Wang (SL: Zoemmmua), Artists, Designers and
Builders; Xinyi Wei (SL: Wuixinyi), Artists, Designers
and Builders
Description: Today, much of the design work is
collaborative and a group-oriented integrated
process. This convergent process requires art and
design education to provide new pedagogical spaces
to nourish students’ creativity in a more collaborative
sense. This presentation draws upon an empirical
study and includes the teacher-researcher and
three students-participants. They will use their own
virtual world teaching and designing experience to
elaborate how this technology affected collaborative
creativity.

Description: Virtual archaeology has expanded
with new features and landscapes representing
archaeological and historical places that have been
part of “real world” archaeological research. Any
proposed computer-based visualization will always
aim to improve aspects related to the science,
research, conservation or dissemination of our
archaeological heritage.
Objectives:
Participants will be able to view examples of
archaeological computer-based visualizations
Participants will be able to explore additional
resources relating to historic and cultural preservation

Objective:
Participants will gain information about promoting
collaborative creativity in art and design education
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Dickens Project exemplifies
virtual collaboration

Blue Mars on Virtual Harmony for
agile mindsets

DISTANCE CONNECTIONS

ANALYTIC THINKING

PRESENTATIONS

PRESENTATIONS

Tags: Charles Dickens Constructivism Historical Tags: 3D Game AI learning analytics Web ontology
Simulation
Presenters: Cynthia Calongne (SL: Lyr Lobo),
SPOTLIGHT
Educators and Trainers; Andrew Stricker (SL: Spinoza
Quinnell), Educators and Trainers
Presenters: Valerie Hill (SL: Valibrarian Gregg),
Peninsula College; Breiana Theodore (SL: Jodie Description: Join us for Blue Mars on Virtual Harmony,
Landon); Mary Pat Lynch (SL: Aoife Lorefield)
a 3D OpenSimulator game. The game blends NASA
data with science fiction, uses situated learning to
Description: The Dickens Project, a virtual simulation solve complex and complicated challenges, and an AIof A Christmas Carol and the life and times of Charles augmented mindset. It features an Enigma analytics
Dickens built by Seanchai Library, has been held engine, dynamically-generated results from the Mars
annually in Second Life for six years. The Community Ontology, and the game ranks player responses. This
Virtual Library partnered with Seanchai Library for is the 3rd game in the Mars Expedition, a $25,000
the past three years to enhance the educational Grand Prize Winner in the 2010 Federal Virtual World
simulation with research and the Urchins of London Challenge at Defense GameTech.
game was added in 2018. The collaborative process
illustrates best practices for virtual world learning.
Objectives:
Objectives:
Participants will observe successful virtual world
collaboration for deep learning across distance.
Participants will interact with librarians, educators,
and artists working together.

Participants will be able to examine the design of a
game simulation kit with AI using OpenSim
Participants will be able to identify how to use the
game simulation kit for education
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Re/visioning virtual education
ANALYTIC THINKING
PRESENTATIONS

VR and virtual worlds: One and
the same?
CREATIVITY & INNOVATION

Tags: Problem based Project based Situated learning PRESENTATIONS
Compass Point Discussion Presenters: Hsiao-Cheng
(Sandrine) Han (SL: Kristy Handrick), Educators and
Trainers; Junsong Zhang (SL: Junsongz), Educators
and Trainers; Kyle Stooshnov (SL: StrangeSensei),
Educators and Trainers; Fabian Frahlich (SL:
Fironboy), Educators and Trainers

Tags: communities
reality Virtual world

educators

libraries

virtual

Presenters:
Alyse
Dunavant-Jones
(SL:
AlyseDunavantJones), Advocacy and NonProfit;
Valerie Hill (SL: Valibrarian), Advocacy and NonProfit;
Marie Vans (SL: amvans Lapis), Advocacy and
Description: This roundtable discussion/presentation NonProfit
focuses on how to revision both teaching and
Description: Through librarians’ perspectives, this
learning in virtual world. With the emergence of VR,
presentation analyzes conflicting definitions of VR
AR, and MR technology, it is important to rethink
and virtual worlds and addresses friction between
the use of virtual world for teaching and learning in
VR and 3D virtual world developers and users. The
a way that connect skills learned in virtual world to
presentation contrasts two free, desktop-compatible
other technology. Is there a common ground for all
VR worlds (AltspaceVR and Sansar) and summarizes
realities? We will focus on project-based learning in
the state of communities in these worlds vs. 3D virtual
virtual world that fosters creativity, problem-solving
worlds like Second Life. Ultimately, it proposes best
skills, collaboration, and deep reflection.
practices for future educational collaboration and
digital citizenship across virtual platforms.
Objective:
Expanding the possibility for future virtual education Objectives:
Participants will be aware of the complex relationship
between VR and virtual worlds
Participants will understand advantages, challenges,
and tips for collaborating with VR proponent
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Lizard of ARS: Secondary students
design parody masks and
installation on the OpenSim

Gamification of education: The
roles of collaboration and virtual
identity

CREATIVITY & INNOVATION

ANALYTIC THINKING

PRESENTATIONS

PRESENTATIONS

Tags: art build installation parody problem-solving

Tags: collaboration engagement gamification identity

Presenter: Mary Stokrocki (SL: MaryLou Goldrosen), Presenter: Brant Knutzen (SL: MrK Kas), Educators
Educators and Trainers
and Trainers
Description: After exploring the OpenSim with
students for four years, I invited them to revise
my parody play, The Lizards of ARS/ART, a satiric
reinterpretation of Baum’s (1900) The Wizard of
Oz. Using participatory action research, I gathered
their 2-D mask images converted into 3-D forms
and related parodies. Two older students arranged
them in two different installations on the OpenSim
virtual world. This communal experience helped
develop imaginative play, digital skills, and diverse
art meaning.
Objective:

Description: This project is an investigation of the
factors which affect the engagement and satisfaction
of learners using a multi-user virtual immersive
environment. The focus is on the roles that the social
construction of knowledge, and a virtual identity,
play in influencing the decision of learners to continue
exploring a virtual environment for solutions to
problems. Can the gamification of tasks effectively
motivate learners to continue? I invite you to try my
new game in SL and see what you think!
Objectives:

Participants will be able to socially collaborate on
Participants will be learn to revise the model parody, solving problems in a virtual world
transfer 2-D mask, build 3-D form, and install
Participants will be able to form a new identity to
solve problems in a virtual world
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I mmersive E xperiences
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The Design of Virtual Reality Art
Galleries

The Adventures of Floridiana
Jones

CREATIVITY & INNOVATION

CREATIVITY & INNOVATION

IMMERSIVE EXPERIENCES

IMMERSIVE EXPERIENCES

Tags: 3D art gallery museum VRChat

Tags: diabetes research gamification health education

Host: Steve Guynup (SL: SteveG), Hayfield Isovista

Hosts: Shannon Bohle, Archivopedia LLC ; Marilyn G.
Teolis, Medical Librarian

Description: This presentation using VRChat covers
the design history of online 3D art galleries. Early
work in VRML / SL and current efforts in Sansar /
VRChat are covered in a design oriented discussion.
Game design and early cinema history underpin the
ideas presented. The presentation itself is, in a sense,
an interactive 3D slideshow. 2D slides, 3D objects, 3D
rooms, and 3D landscapes are sequentially dropped
in front of the virtual audience who then are guided
through the emergent spaces. The presentation
method is simple, yet novel and worth seeing. If you
would like to bring your class for a visit, let the host
know.

Description: The Adventures of Floridiana Jones
is a game created by medical librarians and nurse
educators for diabetics. There are two versions of the
game. One is a mobile app and the other is in Second
Life. Participants attending this event in Second Life
will become players assuming the role of Floridiana
“Andy” Jones, who along with his guide, Fadil, are
searching for the priceless, Golden Ankh Necklace
in an Egyptian pyramid. To stay alive, players must
traverse all three levels of the pyramid, encountering
many pitfalls amid their hunt for clues and answers
until reaching the necklace. The project is part of
a formal medical pilot study designed to engage
Objective:
patients, health care providers, and the public in
order to augment their knowledge of diabetes
Participants will gain a bit of history and design management. Following their participation, players
theory regarding the development of virtual space
may volunteer to provide feedback, or participate in
a survey or interview for the study.
Objectives:
Participants will experience an example of
gamification for health education, specifically
diabetes education.
Participants will learn techniques applied for
gamification and data collection for research and
publication purposes. They can participate on a
volunteer basis in the clinical pilot study by completing
a survey after undertaking the educational game.
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The Queen’s Heroes in the Five
Kingdoms

You have been recruited to join
The Agency!

MULTIMEDIA COMMUNICATION

CREATIVITY & INNOVATION

IMMERSIVE EXPERIENCES

IMMERSIVE EXPERIENCES

Tags: allegory game hero quest

Tags: collaboration gamification mystery

Host: Leticia De Leon (SL: Letty Luckstone), University Host: Brant Knutzen (SL: MrK Kas), University of
of Texas Rio Grande Valley
Hong Kong
Description: Participants in this immersive experience
will engage in an allegorical experience that is both
storytelling and game. This underwater paradise
needs heroes that will save the five kingdoms from
a man-made destruction. Guided by a HUD and a
mentor, all heroes who heed the call will travel to
the five underwater kingdoms to piece together the
story and undergirding real life issues. Those who
engage with this experience may do so in storytelling
or game mode.

Description: You have been recruited to join the
Agency, to stop dark forces from diverting the river
of time.
Your team is forming up to teleport into the Nautilus,
a submarine hidden on the edge of the Republic of
Venice in the year 1600.

You must work as a group to find clues to the
disappearance of Captain Nemo, and don dive suits
to explore the ocean floor and reveal the mysterious
beginnings of the dark force. Later, you will take
Objectives:
command of the Black Pearl pirate ship, and stop the
Participants will be the hero in an allegory that invasion of Venice!
follows an underwater path to the five kingdoms.
Objectives:
Participants will evaluate environmental issues in a
Participants will be able to socially collaborate on
five-kingdom challenge to win the game.
solving problems in a virtual world.
Participants will be able to form a new identity to
solve problems in a virtual world.
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German Reform Education : Past
and Present

Woolston-Steen Theological
Seminary Virtual Ritual

ETHICS & RESPONSIBILITY

MULTIMEDIA COMMUNICATION

IMMERSIVE EXPERIENCES

IMMERSIVE EXPERIENCES

Tags: History Landschulheim

Tags: interfaith pagan rituals

Host: Santiboy Resident

Hosts: Stasia Weston (Aevalle Galicia); Belladonna
Laveau (Belladonna Yarrowroot); Stacia Sylvester
Description: In Germany, in early 20th century, (Stacia Abonwood); Isidora LaVeau (IsidoraKite
responding to restrictive schooling, a couple of Resident); Woolston-Steen Theological Seminary
alternative educational ideas were transferred into
operating schools. While differing a lot in detail, Description: In this immersive experience, we’ll start
most approaches labeled “Reformpaedagogik” by providing a short orientation and then allowing
developed school communities that were inspired by visitors to go through a variation of one of the healing/
the idea that students and teachers should develop blessing rituals set up to be self-paced. Our students
their own schools and organize both, curriculum and learn how to prepare such rituals in the virtual world
school life around their initiatives. SL Salem School so that they will then have the skills to perform them
Landschulheim tries to catch these ideals into a for their interfaith / pagan communities in the real
modern virtual.
world. Notecards with important landmarks on the
school’s sim will be provided, should visitors wish to
Objectives:
explore further.
Learn about the ideas of a “Reformpaedagogik” Objectives:
School.
To demonstrate how we integrate a variety of
Experience part of day in a Landschulheim (rural technologies to provide a multi-layered educational
school based on the ideas of “reformpaedagogik”). experience.
To engage participants in a virtual
demonstration, created by our students.
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Hunt Adventure: Escape the
Vikings!

GUINEVERE Island in OpenSim
DISTANCE CONNECTIONS

CREATIVITY & INNOVATION

IMMERSIVE EXPERIENCES

IMMERSIVE EXPERIENCES

Tags: EU funded GUINEVERE teacher training
vLanguages

Tags: escape Hunt vikings vLanguages

Hosts: Heike Philp (Gwen Gwasi); Nick Zwart; Tuncer
Hosts: Ann von Rhein, CET; Quintus Petilius Secundus,
Can; Carol Rainbow; All – GUINEVERE Project
MUSA SL; Petrus Cornelius Silvanus
Description: Come join us for a visit to GUINEVERE
Description: The hunt is an interactive and immersive
island, built for EU funded GUINEVERE project.
activity in one part of a virtual museum set up as
GUINEVERE stands for “Games Used IN Engaging
a Viking village in SL. Participants engage in an
Virtual Environments for Real-time language
innovative adventure in order to solve different
Education” with 5 European partners who spend
problems dealing with history while using English to
2 years developing a teacher training course for
cooperate creatively.
language educators. GUINEVERE (2017-2019) aims
to demonstrate the potential of digital game-based
Objective:
learning in 3D immersive environments in order to
Participants will be able to immerse in a mixed hunt improve teaching and learning outcomes in foreign
languages. We developed a sim with quests and
and escape the room historical setting.
games. You are invited to play.
Objective:
Learn to practise teamwork trying to solve the
quests.

90

Journal of Virtual Studies • Vol. 10, No. 1 • ISSN 2155-0107

CVL Presents: Hypergrid
Resources Library Poker Run!

Creative Expression at CVL’s Music
Library

CREATIVITY & INNOVATION

CREATIVITY & INNOVATION

IMMERSIVE EXPERIENCES

IMMERSIVE EXPERIENCES

Tags: Avacon hypergrid Kitely virtual library

Tags: CVL Music symbolic modeling

Hosts: Bethany Winslow (Bethany Winslow), Project Hosts: Alyse Dunavant-Jones (AlyseDunavantJones),
Lead for CVL’s Hypergrid Resources Library; Valerie Community Virtual Library, New Media Arts;
Hill (Valibrarian), Director, Community Virtual Library Niela Miller (Marly Milena), OCTAGON:Creative
Exploration, Virtual Inspiration Island
Description: Embark on a hypergrid adventure and
poker run to visit two Hypergrid Resource Libraries Description: Participants will visit the Community
in development on the Kitely and Avacon grids. Virtual Library’s new Music Library. The experience
This Community Virtual Library project will provide will begin with an introduction to the space and
resources to help educators new to OpenSim to explanation of Symbolic Modeling (developed by
develop sustainable communities of practice across Marly Milena of Octagon:Creative Exploration).
multiple virtual worlds. Help us test our hypergrid Inspired by music and each other, participants
portals and give us your valuable feedback that will will build a group sculpture, engage in discussion,
guide the ongoing development of the library in both and learn how CVL will use Symbolic Modeling in
locations. Plus, the best poker hand wins a prize!
the future. Basic building help will be provided for
participants new to building / creating art in Second
Objectives:
Life.
Participants will be able to find this growing resource,
and hopefully be inspired to get involved!

Objectives:

Participants will be able to interact with the varying
Participants will be able to understand how these media in CVL’s Music Library collection.
resources will help educators new to OpenSim.
Participants will create a community sculpture to
contribute to CVL’s new Music Library.
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CERTsimulator: Community
Emergency Response Team Basic
Training

Digital Citizens around a
Community Drum
ETHICS & RESPONSIBILITY

DISTANCE CONNECTIONS

IMMERSIVE EXPERIENCES

IMMERSIVE EXPERIENCES

Tags: digital citizenship drums ethics

Tags: CERT emergency training sinespace

Hosts: Valerie Hill (Valibrarian Gregg), Community
Virtual Library; Kara Bennett (Dancers Yao), Elder
Voices

Host: Cindy Bolero
Description: CERTsimulator (Beta) is an immersive
multi-user online 3D disaster management training
and practice platform. It is designed to utilize the
FEMA Incident Command System (ICS), and for
post Community Emergency Response Team (CERT)
Basic Training. It is a supplemental to real life field
exercises. Besides collaborative team work within
the 3D environments, the platform also serves as
a presentation tool and as a small or large-scale
conference venue.
Objective:

Description: As digital citizens, we each are
journeying along a unique path with a personal story
and perspective. Global digital participatory culture
requires personal responsibilities for authenticity and
ethics. Come learn about a storytelling community
drum advocating digital citizenship. Share stories in
a 3D learning environment.
Objectives:
Participants will witness various perspectives of
digital citizenship through personal stories.

Participants will learn of the advantages and Participants will have an opportunity to voice their
challenges regarding special-use design.
own digital citizenship stories.
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Operation AVATAR and Snoozeum
CREATIVITY & INNOVATION
IMMERSIVE EXPERIENCES
Tags: CDP EBPs PTSD
Hosts: Kevin Holloway, PhD (Jarom Cooperstone);
Kelly Chrestman, PhD (kellychrestman); Andrew
Santanello, PhD (sonnylabington); Jenna Ermold,
PhD (jermold); All – Center for Deployment
Psychology / Uniformed Services University for the
Health Sciences
Description: The Center for Deployment Psychology’s
(CDP) two Second Life environments, Operation
AVATAR and the Snoozeum, are intended to augment
live, instructor-led, virtual training workshops for
mental health providers learning evidence-based
psychotherapies (EBPs) for post-traumatic stress
disorder (PTSD) and insomnia. Both experiences
include experiential learning opportunities, such
as museum-like displays as well as interactive roleplaying serious games to reinforce learning material.
While intended for providers, all may benefit.
Objective:
Participants will be able to describe CDP’s Second
Life regions for mental health provider training.

Journal of Virtual Studies • Vol. 10, No. 1• ISSN 2155-0107

93

VWBPE A cknowledgements
Executive Committee
Kevin Feenan
Lorraine Mockford
Becky Adams

Organizational Committee
Programs: Chair: Lorraine Mockford, Vice-Chairs: iSkye Silverweb (SL), Gwen Gwasi (SL)
Information Technology: Chair: iSkye Silverweb (SL)
Logistics / Finance: Chair: Kevin Feenan,
Marketing & Communications: Chair: Beth O’Connell
Outreach: Chair: Lorraine Mockford
Social: Chair: Mary O’Brien
Volunteers: Chair: Becky Adams

Volunteers

Adrienne Pascal						

Programs - Quadrivium		

Alina D Volunteers 						

Mentors, Volunteers - Hosts

VivienneAKittenn						

Volunteers - Hosts		

Spiff Whitfield							

Volunteers - Hosts		

Becky Adams/Elli Pinion,					
Communications

Executive Team, Volunteers - Chair, Marketing -

Beth Ghostraven						
Broadcast Production

Marketing - Chair, Social - Committee, Logistics -

Josain Zsun							

Logistics - IMIT Technical Team, Volunteers - Hosts

Buffy Beale							

Volunteers - Hosts		

Carol Silverman/GlobalHugger				

Logistics - Broadcast Production		

Carolyn Campbell/Carolyn Carillon				

Outreach - Transcription		

Lyr Lobo							Marketing - Communications		
Dauna Kiser/Ghaelen D’Lareh				

Programs - Quadrivium, Volunteers - Hosts

David Gomez/Dahveeed					

Logistics - Broadcast Production		

Pionia Destiny							

Volunteers - Hosts		

Elisa Segoni/Elektra Panthar					
Volunteers - Mentors

Programs - Quadrivium, Volunteers - Hosts,

CallieDel Boa							

Volunteers - Photography		

Slatan Dryke							

Volunteers - Mentors, Logistics - Security
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Dodge Threebeards						

Volunteers - Mentors, Volunteers - Hosts

Wolwaner Jervil						Volunteers - Hosts		
Gwen Gwasi							

Programs - Vice-Chair		

Hope Botterbusch/Esparanza Freese			

Programs - Peer Review		

iSkye Silverweb						
Chair, Marketing - Communications

Information Technology - Chair, Programs - Vice-

Jade Tyler Reynolds						

Volunteers - Mentors, Volunteers - Hosts

Lloud Laffer							

Logistics - Broadcast Production		

Johannes1977							Logistics - IMIT Technical Team		
Kay Jiersen							

Volunteers - Hosts		

Kevin Feenan/Phelan Corrimal				

Executive Team, Logistics - Chair

Lana Kamennof-Sine/Kamsin Kazan				

Programs - Peer Review		

Laural McCallen						

Volunteers - Mentors, Volunteers - Hosts

Leticia De Leon/Letty Luckstone				

Logistics - Vice-Chair, Programs - Journal

Edith Halderman						

Social - Vice-Chair		

Lorraine Mockford/LoriVonne Lustre			
Communications

Executive Team, Programs - Chair, Marketing –

Wisdomseeker						
Volunteers - Hosts

Social - Committee, Programs - Quadrivium,

Olivetree Lighthouse						Volunteers - Mentors		
Marie Browder/Sandia Spingflower				

Logistics - Broadcast Production		

amvans lapis							
Programs - Peer Review

Programs - Quadrivium, Volunteers - Mentors,

Morgue McMillan						

Volunteers - Mentors, Volunteers - Hosts

Nova Saunders						Volunteers - Hosts		
Mark McKee/JetBlack Miles					

Logistics - Film Editing Unit		

Gemma Cleanslate						Volunteers - Hosts		
Mary OBrien/Serena Offcourse				

Social - Chair		

Nahiram Vaniva						Volunteers - Hosts		
Linda Sautereau						Volunteers - Hosts		
Rob Wolf/TestHarvey						

Logistics - Broadcast Production		

Robinleia Red Fire						

Volunteers - Mentors, Volunteers - Hosts

Sandrine Han/Kristy Handrick				

Programs - Peer Review		

Sanisha Levee							

Volunteers - Mentors, Volunteers - Hosts

Scott Grant/Kaylee West					
Volunteers - Hosts

Programs - Quadrivium, Volunteers - Mentors,

Shannon Roberson Wildenstein/Donati Fire		

Logistics - Broadcast Production		

Scarlett Sismondi						Volunteers - Hosts		
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Sheri Jacobson						

Programs - Peer Review		

Valibrarian Gregg						Volunteers - Mentors		
Bluebarker Lowtide						
Communications, Logistics - Region Mangers

Volunteers - Vice-Chair, Marketing -

Wendy L. Keeney-Kennicutt/Julia Tiraxibar			

Programs - Peer Review		

Helena Kiama							

Social - Vice-Chair		

Thunder Insippo						Social - Committee		
Coz Okelly							

Social - Event Provider, Social - Committee

Twelfth Night Egerton de Bexar				

Social - Contributor		

Norma Underwood						Social - Contributor		
Mal Burns							

Logistics - Broadcast Production		

Firery Broome						

Logistics - Build Team - Second Life		
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I ndex of A uthors and P resenters
A

Adrienne Pascal 60
Alyse Dunavant-Jones 92

Jenna Ermold 94

Stacia Sylvester 90

Jonathon Richter 71

Stasia Weston 90

Juan Carlos Valdés Godínes 47

Steve Guynup 88
Susan Toth-Cohen 39

Anne C. Smith 39

K

Ann von Rhein 91

Kara Bennett 93

T

Kelly Chrestman 94

Tom Boellstorff 70

Kevin Feenan 72

Tuncer Can 70, 91

Andrew Santanello 94

B

Kevin Holloway 94

Belladonna Laveau 90
Brant Knutzen 89

L

Breiana Theodore 31

Leticia De Leon 89

Bethany Winslow 92

Bryant Knutzen 11

C

M
Marie Vans 56

Carol Rainbow 91

Marilyn G. Teolis 88

Christian Jonathan Angel Rueda 47

Mary Pat Lynch 31

Cindy Bolero 93

Mary Stokrocki 24

D

N

Dauna Kiser 56

Nick Zwart 91
Niela Miller 92

G
Grumpity Linden 72

P
Patch Linden 72

H

Petrus Cornelius Silvanus 91

Hayfield Isovista 88
Heike Philp 91

Q
Quintus Petilius Secundus 91

I
Isidora LaVeau 90

S
Santiboy Resident 90

J
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Scott Grant 63
Selby Evans 72
Shannon Bohle 88
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V
Valerie Hill 31, 92, 93

W
Woolston-Steen 90

S ponsors
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